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You're at the foot of 
one of the world's highest -r 
mountains. And you're jM 

not snapping pictures. VUfl 
Because this is the FINAL 
ASSAULT. The only 
mountain climbing game in 
the Alps or anywhere else. 
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HEIGHTS, FORGET IT. 

You'll experience the 
terror and elation of one 
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Did you pick the right 
course? (There are six 
treacherous possibilities.) 

What about supplies? 
If you run out of soup, 
you'll be stuck with snow 
sandwiches. 
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Forget your spikes or 
ice picks' ) u could end 
up a permanent part of 
the scenery. 




If you have nerves of 

steel, even when you're 

dangling 40 feet off a cliff, 

you might just be one of 

the lucky few to plant 

^ your flag at the peak. 

Tomake the 
stakes even 

higher, plav with ^^^^^^^^^^^H 
an EPYX high 1 
performance 
joystick. 
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FOOTBALL THE WAY IT WAS 
MEANT TO BE PLAYED. 

Third and ten on your own 30 yard line. Forty-three seconds left on the clock and you're 
down by two points. Suddenly the end zone seems to be a hundred miles away. If you're 
going to be a hero, now's the time. You call the play: 

"Yellow-nineteen! Yellow-iuneteen! Hut! Hut!! HUT!!!" The ball is snapped. There's a crunch 
of armor on the front line and you drop back. You look for a receiver but the blitz is 
on. Roll to the right - you keep dancing, you look for an opening but your 
blockers are starting to crumble. Keep pedalling back . . . you're 
in trouble now, you're too deep. But wait! You spot an open man down 
field! You cock back, ready to fire, when suddenly an ugly-looking 
tackle is all over you. Do you try and throw? Or duck and run! 

Football action so real you can almost feel the pigskin in your 
hands. Designed under the watchful eyes of the game's premier 
quarterback - John El way - this faithful computer version 
of the # 1 arcade winner brings all the strategy and ground 
pounding excitement of the world's greatest sport right to your 
computer screen, one or two players! 

Play big league football the way it was meant to be played . . . 
with QUARTERBACK! 



AT A SOfT WARE STORE NEAR YOU 

Now Shipping for: IBM PC and PS/2 and Tandy 1000 ($29.99) 

Commodore 64/128 ($29.99) 

In Fall '88 for: Apple II series ($29.99) 

Apple IIGS ($39.99) 



c 

MELBOURNE 

HOUSE 



QUARTERBACK 1 " 
is a trademark of 
the Leland Corp , 
licensed from 
Tradewest. 




^f TRADEWEST 



Melbourne House, 71 1 West 17th Street, Unit G9 ( 
Costa Mesa, CA 92627. Tel. (714) 631-1001 
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New graphics for Spectrum HoloByte's Falcon F-16 AT 

version (newly released) are stunning. The game is 

not reviewed in this special flight simulator issue 
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but the graphics are so good we wanted to give 

you a look 
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Editor's Page 

Best of the Year Balloting 



Greetings. The long vacation I had 
anticipated taking from this page was cut 
short when I realized that someone would 
have to tell everyone about the first 
COMPUTER PLAY Best of the Year Awards. 
And what better person to do that than the 
person responsible for it all. 

So here I am again. By the way, I hope you 
all enjoyed the guest editorial that appeared in 
this space last month that was contributed by 
Ken Wasch, the executive director of the 
Software Publishers Association. Anyone 
wishing to receive a reprint of Ken's editorial 
on software piracy or the SPA booklet 
"Software Use and the Law'can send a self- 
addressed stamped envelope to: Software 
Piracy, Software Publishers Association. Suite 
901, 1101 Connecticutt Ave., NW, 
Washington. DC 20036. 

Back to the awards. As in every industry, it 
is customary to recognize the top performers 
with some type of annual award or 
recognition. So, we here at COMPUTER 
PLAY decided to have our own version of an 
awards program for our industry: 
entertainmment software. 

And to make it really interesting, we thought 
it would be a good idea to include you, the 
consumer, in the selection process. You've 
probably all wished at some time or another 
that you could vote in the Grammy or Oscar 
selection process, so here's your chance to vote 
for an award that's REALLY important. 

Here's how it's going to work. Our 

esteemed editorial staff is going to determine 

the categories in which awards will be 

presented. At press time, we were still trying 

to decide exactly what those categories would 
be. Then, our writers will send in to us their 

top six picks in each category. From this list 

the nominees will be chosen. In the December 

issue of COMPUTER PLAY will be a ballot 

with all of the nominees on it and boxes for 

you to check off your choices for the best 

games of 1988. All of the ballots that are 

received by us by December 31, 1988 will be 

tabulated and the winners will be announced. 

Because of our deadline schedule, the winners 

won't be listed in the magazine until the 

March, 1989 issue of COMPUTER PLAY, so 

you'll have to wait a while for the results of 

the balloting, but a few lucky people will hear 

from us before then. 

That's because the publisher of this 

magazine, in an unbridled demonstration of 

generosity, has decided that our readers 



should be given another incentive to send in a 
ballot with their choices. So, COMPUTER 
PLAY will be having a drawing using the 
ballots that are sent in by you. Ten winners 
will be picked in the drawing and each one of 
the winners will receive a copy of each of the 
games that are the best of 1988. Since we're 
still deciding what the categories will be, it 
still hasn't been determined how many games 
each winner will receive, but odds are it will 
be at least 12 to 15 games. That's a lot of 
games, and, of course, these aren't just any 
games, they're the best of the year. 

So, doesn't it make sense to send in a 
ballot? Of course it does, and please make 
sure you follow all of the instructions that will 
appear on the ballot page in the next issue. In 
addition, 25 other winners will also be chosen 
and will receive a free subscription to 
COMPUTER PLAY for one year. So make 
sure you send in a ballot and become eligible 
to win one of these prizes and help us pick 
the best of 1988. 

Also, if you'd like to receive a free game 
and get a subscription to COMPUTER PLAY, 
check out our subscription offer on page 48. 
You can get a free game from DataSoft with 
every one year subscription you buy. These 
arc new top quality games, too, not 
discontinued titles or older titles. 

One more thing before I go. Any magazine 
that chooses to review products based on their 
intrinsic worth and value to the consumer will 
always find itself in a position of controversy. 
Consumers and manufacturers alike will 
disagree with our assessment of products for a 
variety of reasons. This goes with the territory 
and we accept it. What we try to do with our 
reviews is to give the consumer an idea of what 
the game is about, whether it lives up to the 
promises it makes, and whether or not it is a 
good value for the money. 

We try to maintain a high degree of 
consistency from review to review and our 
rating system helps us a great deal in doing 
this. However, each reviewer is obviously a little 
different and sometimes inconsistencies can 
occur. I just mention this because I want 
everyone who reads this magazine to realize 
that we are constantly trying to upgrade our 
rating system and insure that all reviews are 
handled as objectively and consistently as 
possible. We are always looking forward to 
bigger and better things for COMPUTER PLAY 
and so far, in the words of a famous TV 
personality, we thank you for your support. 













Letters 



Send letters to the editor to: Computer Play, 3321 W. Dempster, Skokie, IL 60076 



Kudos 

All that I really have to say is that your 
magazine is P-E-R-F-E-C-T. I am a regular 
gamer on computer and Nintendo and your 
reviews really help me. Thanks. 



Charley Wendig 



New Subscriber 

Enclosed is my check for a one year 
subscription. Congratulations on your 
magazine. I found it to be well put together 
and very informative. I am very glad to see 
that the market will support another gaming 
magazine, since I am generally too busy 
designing games to play as many as I would 
like. I especially like your emphasis on 
reviews — I expect it to be a great help. 
Thanks. 

Greg Johnson 
San Rafael, CA 



Afore Kudos 

I think your magazine is superb. Ever since 
we got our Apple lis, I have searched near 
and far for a magazine which reviews 
computer games. I think I shall become a 
regular customer of yours. In your first issue I 
loved the reviews on The Three Stooges, 
Ultima V, and Bard's Tale III. I liked your 
articles discussing Nintendo games and 
foreign software and I also liked the way you 
rated the games. I hope you will review 
Platoon and Wasteland soon. 

Jason Holmes 
Port Matilda, PA 



Mixed Reactions 

I just picked up your premier issue and 
after reading it I thought I would send you my 
comments. 

First, what I liked: 

The reviews of the games are well-written, 
interesting and spotlight important features 
that are both good and bad about the games. 
The rating system is a good idea and easily 
comprehensible. 

You review a wide range of computer 
games for all interests. 

The style, format and overall look of the 
magazine has much potential in my opinion. 

What I didn't like: 

The reviews are too split up. While having 



to flip a few pages may seem trivial, it does 
get a bit irritating and tends to break up the 
continuity of the material. 

Why do you insist on being biased toward 
IBM-PC format software? You should have no 
bias whatsoever. Are you doing this simply 
because of the large number of IBM users? It 
is frustrating when you own a computer like 
the ST or an Amiga (which I own) and you 
purchase a magazine that you think will be 
representing the whole computer community 
only to find it biased toward IBM. I suggest 
you give each computer's software a fair share 
of reviews. 

Get rid of the Nintendo reviews and ads! 
The Nintendo Entertainment System is NOT 
a bona fide computer system. Arc you 
pushing Nintendo because of the large 
market? Shame on you. When you publish a 
magazine called COMPUTER PLAY and then 
stick Nintendo information in it (without 
letting anyone know about it on the cover) 
your representation seems a bit incongruous. 
Are you a computer magazine or not? I 
suggest you remove Nintendo and stick to 
bona fide computer software. 

Well, that's it. With a few changes, you 
could become a magazine I purchase every 
month, or even subscribe to. I am interested 
to see what other readers think of your 
magazine, so I'll have to purchase next 
month's issue. 

James Hale 
Utica, NY 

James brings up some interesting points. 
The reviews from now on (as you can see in 
this issue) will be split up only if absolutely 
necessary. We are only slightly biased toward 
the IBM market and as the magazine gets 
bigger pagewise , more reviews will appear on 
other formats. The two preceding letters 
indicate that some of our readers like seeing 
Nintendo information in the magazine, so 
we're not really sure where to go with this 
question. Nintendo, in any case, wilt only be 
a small part of our total editorial content but 
we feel it's important to include it because of 
the growing number of games that cross over 
from computer formats and vice versa. Don't 
worry. We'll be keeping a close watch on all 
of these points. Thanks for the input. 



Errata 



We goofed in our last issue when we listed the price 
of John Elway's Quarterback as $44.95 instead of 
the much lower price of $29.95 which is correct. 
Also, the scores of "7" which were given to several 
categories in the scorecard were labeled as being 
"average" instead of "good" which they should 
have been. We regret both of these errors. 
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Current Articles 
are featured in 



The Electronic Gamer 

(type Go TEG) and look for 
COMPUTER PLA Y ONLINE! 

If you have any questions, hints or 
tips, or just want to leave a note 
by Email, our access number is 
76702,253. We would love to 
hear from You!!! Check with the 
TEG column for our montlny up- 
dates and interesting articles!! 




LOTTERY JACKPOTS 

NOT JUST DUMB LUCK! 

CAM. HOWARD in 

the nation's leading lot- 
tery expert Her track 
record in helping lotto 
players win big prizes is 
unprecedented in the his- 
tory of lottery. At least 
13 major Lotto prizes 
(including TEN first 
prize jackpots) totalling 
S30.8 million were won 
with (rail's systems! 

At last, .now avail- 
able on IBM PC 5-1/4- 
or 3-1/2" diskettes the 
famous Gail Howard Lottery Advantage number selection 
methods, the Smart Luck Computer Advantage''', and the 
complete authentic Gail Howard Balanced Wheeling 
Systems'", the Smart Luck Computer Wheet" Both 
systems are menu driven (user friendly). 

Gail Howard's Smart I.uck Computer Advantage" 

(S39.95*S2s/h) has the most successful number selection 
systems ever devised for beating the odds in Lotto. 
Contains a senes of 1 1 programs, nine of which produce 
10 charts and listings, the enure historical winning 
numbers list for one Lotto game of your choice ($7 for 
each additional Lotto game) and options to add latest 
drawings. Available for any state of international Lotto 
game. Please specify which l-otto g»mc<s). 

Gail Howard's Smart Luck Computer WheeT"($29 95 *$2 
s/h) has a unique built-in Balanced Game'" feature which 
makes all other wheeling systems obsolete 

Never before has a lottery computer system offered so 
much!! Over 100 Balanced Wheeling Systems'" with 
minimum win guarantees. Includes Balanced Power 
Number System?" which let you play more numbers for 
less money with the same win guarantees. Systems for 
every Lotto game in the world! Checks for wins Gail 
Howard's Balanced Wheeling Systems"' arc truly a 
mathematical breakthrough for the Lotto player 

Gail Howard's book. LOTTO: How to Wheel a Fortune 

(228 pages -$14.95* $2 s/h) 

SMART LUCK 
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Industry News St Hews 



By Rusel DeMaria 

No Copies, Please. 

One big step I want to mention is the 
development and adoption by several com- 
panies of a new copy protection scheme. 
First developed for military and government 
purposes, it is a special paper that can't be 
duplicated by ordinary photocopy machines 
or FAX. Developed in Canada by Norman 
Gardner and Michael Voiicky. this paper is 
chemically treated during manufacture with 
optically treated dyes. The effect is that the 
paper reflects back the light too quickly for 
the photo copier to reproduce the image. 
There are various grades of the paper, but 
even at its lowest grade, photo copies are 
unreadable. The cost of paper adds about 20 
to 25 cents to the cost of the software ac- 
cording to Nocopi International Inc. Presi- 
dent Norman Gardner. 

1 favor this type of copy protection over 
electronic disk-based methods. At least 
there is no way to mess up the operation of 
your program because of copy protect, and 
the method works equally well with prod- 
ucts for all systems. Currently Sir Tech was 
the first to try the scheme, and as of this 
writing Lucasfilm Games. Mediagenic, and 
Accolade are all going to give it a try. 
Gardner tells me that there is a new. even 
more readable version of the paper in devel- 
opment which should be marketable within 
a year. 
Contests Contests are in. 

Both Mindscape and Sierra On-Line are 
running contests. Mindscape 's Balance of 
Power Campaign Sweepstakes is a no pur- 
chase necessary drawing in which the win- 
ner gets a trip for two to Washington, DC 
during the lime of the presidential inaugura- 
tion. Air fare, hotel for two. a tour of the 
city, and $500 spending cash are all part of 
the prize. Send in entries on 3 X 5 cards to 
Balance of Power Campaign Sweepstakes, 
P.O. Box 1238. Skokic, IL 60076-8238. All 
entries must be received by November 30, 
1988. Sierra's Master Adventure Contest is 
open to those who send in the secret code 
number that can only be obtained by playing 
King's Quest IV to the end and achieving 
a perfect score. The grand prize is an all 
expense paid trip to England for a tour of 
historical sites. There are also many other 
prizes being offered. Send in your entries 
before March 31. 1989. 

Editor's Note: DalaSofl is also sponsoring a 
no-purchase necessary contest which has a 
trip to Hawaii as the grand prize. Contact 
your retailer for further details or DataSoft 
directly. 

Titles, Titles, Titles , . . 

Speaking of Mindscape and Sierra On- 
Line, both have some new titles coming. 
Mindscape will be releasing a Sega game 
title for the C64, Outrun, eventually for 
the ST and the Amiga, and Space Har- 
rier, an action game in which you play an 
extraterrestrial warrior who must save the 
land of dragons from the vicious followers 
of the vile one-eyed mammoth. It's billed as 
action from start to finish. 

Sierra's Police Quest has been featured 
in October's Law and Order magazine as a 
tool for teaching police recruits proper pro- 
cedures. In other Sierra news. Gold Rush 
should be out now on IBM. Atari ST, Mac, 
and Apple IIGS. Manhunter on several 



systems. Leisure Suit Larry II, Police 
Quest II Space Quest III, Helicopter 
Simulator, and Silpheed are all coming 
out on various systems. Looking forward. 
Sierra has been kind enough to let us know 
about some games scheduled for around 
March of 1989 Hoyle's Book of Cards 
sounds like card games to the max while 
Legends in Folklore takes us into the 
world of Paul Bunvan and other folk charac- 
lers. Roberta Williams is working with an- 
other author to create a mystery game called 
Murder in the Southern Quarter 
which will be set in New Orleans. 

Electronic Arts is pumping out the titles. 
both their own and those from their affiliated 
labels. The big news is Jordan and Bird: 
One on One ... On the sillier side, there's 
the Cave Man Ugh-lympics which fea- 
tures such prehistoric events as the Mate Toss 
(loss your husband or wife for distance), fire 
starting, dino vault and more. Zany Golf 
should be out now for the Apple IIGS. Sen- 
tinel Worlds: Future Magic, Mars 
Saga, Modem Wars, John Madden 
Football. New versions of Skate or Die, 
Strike Fleet, Star Flight will also be 
appearing. 

EA's affiliated labels (A.L.) include 
DataSoft which is releasing Annals of 
Rome, The Android Decision (pitting 
one warring robot city against another in an 
arcade format). Fire Zone (a graphic ad- 
venture set in the 21st century with preset or 
design-your-own scenarios). Napoleon in 
Russia, Cosmic Relief: Professor 
Renegade to the Rescue (adventure that 
moves from the future back to the past to 
avoid world destruction). Scavengers (an 
adventure game set in the 22nd century in 
which you must search a devastated land for 
objects of survival and interest), Graphics 
Companion 2, Sorceror Lord (a fan- 
tasy war game which uses artificial intel- 
ligence techniques to make your computer 
opponent tougher to beat. Includes an an- 
cient magical land, and evil enemy sor- 
ceror). and finally. Battle Droids (a 3D 
animated robotic gladiator game in which 
you must maneuver a trio of remote control 
droids through various war /.ones in a digi- 
tized landscape. Complete a whole row of 
war zones on the battle grid to win the 
game). DataSoft is also releasing new ports 
of Hunt for Red October and Rubicon 
Alliance. 

Another A.L. is Paragon who. in addition 
to new ports of Twilight's Ransom, 
Alien Fires, and Razor, has two new 
titles coming out. Wizard Wars has you 
battling the evil wizard Aldorin to recover 
the stolen white unicorn and reunite it with 
the black unicorn to set the world right 
again. This is a 3D scrolling adventure that 
requires you to travel through 30 magical 
kingdoms collecting objects and magical 
spells. Guardians of Infinity has you 
travelling from the year 2087 back to 1963 in 
an attempt to thwart iheassasination of John 
F Kennedy and save the world of the future 
from destruction. In this graphic/text ad- 
venture, you can encounter 125 historical 
characters, even confronting such people as 
Lee Harvey Oswald, and JFK himself. 

SSI is coming out with Heroes of the 
Lance for the Advanced Dungeons & Drag- 
ons series in several formats, also new formats 
of Pool of Radiance and several versions of 
Master's Assistant Volume I for AD&D play- 
ers. War simulation includes Battles of 
Napoleon on several systems. 



Double Dragon is coming from Arcadia, 
another A.L.. and it sounds as if it will 
feature one or two player modes. 

Epyx was able to release The Games: 
Summer Edition in time for the Summer 
Olympics in Seoul. The Games include 
Archery. High Hurdles, Rings, Parallel 
Bars. Cycling, Hammer Throw, and Diving 
in a format similar to former Epyx titles. 
They have also released a unique game. 
Final Assault, which takes you to the tops 
of mountains the hard way — with ropes and 
pitons. This mountain climbing simulation 
is the first of its kind. It's nice to see new 
ideas in gaming. 




Accolade reports monster sales on their 
Test Drive, Hardball!, and Mean 18 

products and have announced some new 
titles. Fast Break, by Steve Cartwrighl is 
a basketball simulation. Serve and Vol- 
ley is described as a thinking man's tennis 
simulation, not just a glorified Pong game- 
It requires planning and appropriate shot 
selection. Rack'em is a billiards simila- 
tion that is billed as being very intuitive and 
easy to use. Jack Nicklaus Golf is 
unique in that there is a video tape available 
which has Nickaus himself playing the same 
18 holes as those in the game. Looking 
forward a bit. Accolade is coming out with 
some other titles like Saber Strike, a 
dying simulation that puts you in charge of 
an F86 fighter during the Korean War. Steel 
Thunder, a tank simulation game, and 
TKO, a split screen boxing g&me which lets 
you see your opponent and yourself in split 
images. 4th and Inches will be coming 
out on Mac, IBM. IIGS. and Amiga along 
with team construction disks for each ver- 
sion. 

Mediagenic has released quite a few 
games in the past months, and is looking to 
release many more. Ocean Ranger, 
Manhole, and Pete Rose Pennant 
Fever are out on the Activision label. Also 
ZakMcCracken has shipped and F18 
Hornet and Space from Absolute Enter- 
tainment. Might and Magic II is shipping on 
Apple and C64 with a DOS version soon. A 
C64 version of Predator should be shipping 
(an NES cartridge coming later). For new 
systems: Carrier Command^ Corrup- 
tion, StarGlider, Last Ninja, and 
Rampage. Interplay should be shipping 
Battle Chess and Neuromancer (with a 
soundtrack by Devo), and Microlllusions is 
coming out with l\irbo and Shrine of 
the Demon Soul. The new Sega agree- 
ment (see Sega) will bring three titles out by 




the end of the year: Rampage, Cyborg 
Hunter, and Super River Race- 
Vic Tokai is a new company. Among their 
projected titles: Golgo, Bump N Jump, 
Aiginas Prophesy, Chesterfield, and 
Terracresta. At this point we know that 
titles will be out for the C64 and some for 
Nintendo. 

Broderbund should have released Down- 
hill Challenge, a skiing simulation. Star 
Wars forC64. Amiga, and ST. Show-Off 
for the IIGS. and Ancient Art of War at 
Sea for Mac and other systems. 

Spectrum Holobyte is bringing out Fal- 
con AT, especially optimized for faster AT 
class IBM compatibles, also versions of 
Falcon for C64, Amiga, and ST. New 
versions of Tetris are due out. including 
Mac II. Amiga, and ST. PT 109 is coming 
for IBM. C64. and Apple IIGS. and Oribi- 
ter is coming for the ST. 

Sir Tech is releasing Wizardry V, 
Heart of the Maelstrom, which takes 
you on a new quest to save the Gatekeeper 
from his prison in the Magical Vortex of the 
Maelstrom. To do so. you'll have to defeat 
the Evil Sorn. a powerful enemy. You'll lead 
your six adventurers through a set of as- 
sy metrical mazes (yes, assymetrical!), into 
deep pools and through the usual endless 
confrontations and challenges. Also from 
Sir Tech is the text adventure Mines of 
Kintar. 

Acclaim is doing hot business with 
Rambo and Wizards and Warriors for 
the Nintendo. Three new announced titles 
include Empire City, a gangster story. 
Air Wolf, and WWF Wrestlemania 
with the likes oi Hulk Hogan and Andre the 
Giant as endorsers. Since starting in 1987, 
Acclaim has already gone public and has 
achieved very substantial success. A new 
division is developing interactive VCR 
games. The lirst ones will be PGA Tour 
Golf and WWF Wrestlemania. Inter- 
active VCR games will feature real footage 
linked into a game. For instance, the golf 
game allows you to play a PGA course and 
even includes a putting cup so you can put 
away the final put on each hole. Acclaim has 
deals with various sports governing bodies 
like WWF. PGA. NFL. NBA, and so forth. 
Sega tells us that they have some new 
yames including Golvellius (a Zelda-like 
game), and Phantasy Star. We expect to 
get a look at these games soon. In addition. 
Sega spokespeople have confirmed that Me- 
diagenic will be a licensee for Sega games. 
Look for Sega versions of Mediagenic 
games next year. 

Nintendo has told us to expect Legend 
of Link (Zelda II) and Super Mario 
Bros. II for around December. 

Speaking of Nintendo, a company called 
Play It Again publishes a buy and sell cata- 
log for used NES cartridges. Average pur- 
chase price is around 58. Average sale price 
is around $20. All cartridges that go out 
include a one year warranty for defects in 
the cartridge. To get the catalog, write to 
Play It Again. 67-25B 186 Lane, Flushing. 
NY 11365 and enclose two 25 cent stamps. 
Konami has released Life Force and 
Metal Gear. They are working on a racing 
game, but they tell us that they have sent the 
game back to Japan for some modifications. 
It seems that many of the racing cars were 
sporting cigarette ads. and they didn't want 
to promote smoking. We like that kind of 
socially conscious attitude, and appreciate 
that kind of concern. 






ENCOUNTER HIGH 
SPEED ACTION IN 
AN INTELLIGENT 
GAME OF TACTICAL 
WARFARE. 

THE TIME: The 22nd Century. 
THE PLACE: 64 islands in the 
Southern Ocean. 
THE PROBLEM: A worldwide en- 
ergy crisis. 

THE MISSION: Gain control of 
the islands, set up centers to mine, 
recycle and produce materials to 
form a large network of power 
plants. 

JUST ONE MORE PROBLEM: 
Enemy terrorists are destroying 
the islands. , one by one. 



FAST-PACED ARCADE AC- 
TION: You are in control of up to 
4 aircraft and 4 amphibious vehi- 
cles simultaneously. Capture 
enemy islands and destroy its 
forces. 

STRATEGIC TACTICAL WAR- 
FARE: Conduct war maneuvers in 
a huge territory that includes over 
60 islands. Protect your ship with 
defense drones and 360-degree 
turret mounted laser cannon with 
teiephoto tracking. 
SENSATIONAL GRAPHICS: 
Three-dimensional solid filled 
graphics, smooth scrolling, fabu- 
lous sound and special effects. 
ADDICTIVE, HOURS OF PLAY: 
Your choice of action game or 
strategy game, plus save-game op- 
tion provides hours and hours of ex- 
traordinary adventure! 
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P.O. Box 2227. 

Menlo Park. CA 94026, 

415/322-0900 
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Computer Play 



HOW TO ORDER Visit your software dealer today, or call [8001 227-6900 from U.S. or Canada for Visa. MasterCard. 
Amex or COD To order by mail, send check/money order Rambtrd. PO Box 8123. San Francisco. CA 94128. CA add 
6% sales tax and TX add lVr%. Shipping/handling is $4.50 2-3 weeks for delivery. 



AVAILABLE IBM CGA/EGA/VGA $39.95. Amiga and Atari 512K $44.95. Macintosh 512K $49.95 Commodore 
64/128 coming soon 

Rambird and Rambird logo are trademarks of British Telecommunications pic Macintosh is a trademark licensed u» Appte 
Computer. Inc. IBM. Commodore and Atari are regetered trademarks of international Business Machines Corp . Commo- 
dore Electronics Ltd . and Atari Corp . respectively 
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UNLEASHES ARCADE 
AQION ON YOUR 
HOME COMPUTER! 
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Out Run. One of the big- 
gest arcade hits ever, and 
fne ultimate motor-sports 
simulation. Now you can 
bring the action home! 
With 4.4 liters under the 
hood, you're driving a 
beast of a machine only 
top drivers attempt to 
drive. Can you handle it? 
Maybe. Maybe not. 
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Space Harrier. You are 

Harrier, the extra-terres- 
trial warrior. Space is your 
battlefield. Your mission 
is to save the Land of 
Dragons from the vicious 
followers of the vile one- 
eyed mammoth. Grab 
our laser blaster because 
is game is 100% action, 
non-stop clashes, power- 
ful combat scenes. 











Alien Syndrome. Genetic 

lab overrun by hideous 
oraanic mutations! Scien- 
tists captured 1 Activate the 
lab's self-destruct mecha- 
nism! Break in and blast 
away the slimy hordes 
and the biggest, most gro- 
tesque mutants guarding 
the doors. Can you do it 
before the bomb explodes? 
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Sit down and grab on! You're 
driving the fastest and most 
beautiful machine on 4 wheels! 
So kick up the engine revs, down- 
shift the gears, hear the tires 
squeal and grab the pavement — 
on your computer! 
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Hot car. Hot music. Hot scenery — 
beaches, cities, snowy mountains, 
deserts and the blonde next to 
you will tempt you to take your 
eyes off the road. At close to 
300 KPH, our advice to you is 
a 4-letter word. DON'T. 
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Visit your retailer or call 1-800-221-9884 for VISA ond MasterCard orders. To purchase by moil, send your card number ond expiration dote, check or 
money order for $34.95 (Out Runt, $29.95 (Space Harrier and Alien Syndrome), (C64 & C128), and $49.95 (Out Run and Space Harrier), $39.95 (Alien Syn- 
drome), (Amiga and Atan ST), (plus $3.00 handling to Mindscape, Inc. PO Box 1167, Nonhbrook, IL 60065. Allow 3-5 weeks for delivery. Lawyers like this 
part: Q 1988 Mindscape, Inc. Mindscape is o trademark of Mindscape, Inc Copyright c 1986, 1987 Sega Enterprises, Ltd, These games have been manufac- 
tured under license from Sega Enterprises, Ltd., Japan. Out Run is a trademark of Sega Enterprises. Ltd. Commodore 64 ond Commodore 128 or© registered 
trademarks of Commodore electronics, Ltd. Atari is o registered trademark and ST. 520ST, 1040ST, and Meqa are trademarks of Atari Corporation. Amiga 
iso registered trademark and Kickstort is a trademork ot Commodore- Amiga, Inc. IBM is a trademark of IBM Corporation, Made in U.S. A Screen shots 
represent Atari ST version; others may vary. 
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Piece Things Together Soviet Style 



TOM CLANCYS 



By Dr. Michael W. Ecker 

Question: What comes from the USSR, is avail- 
able in the USA, and makes your score go up as 
the pieces fall down? 

The answer is TETRIS, SPECTRUM HOLO- 
BYTE'S highly ballyhooed, but surely unusual, 
new program. 

To be sure, this software is almost in a category 
all by itself. Said to be developed by two Soviet 
programmers, TETRIS is a game in which falling 
pieces fill up a large rectangle. The idea is to 
position the pieces — using either joystick or 
keyboard — so as to fill up as much of the 
rectangle as possible, leaving as little blank 
space as you can. 

Each little falling piece is one of various 
shapes, each of which occupies four square 
units of area. For instance, some pieces are 2x2 
squares, others are 4x1 rectangles, and others 
are L-shaped. You preset the speed at which the 
objects come down, one at a time, with the 
ability to rotate or translate their motion even as 
they are falling. In this way, you can move each 
falling piece, manipulating it to land at places 
closer to the bottom of the screen that are mo- 
mentarily unoccupied. 

The more total area occupied, the higher the 
score. Even by itself, the static problem of filling 
up a rectangle with pieces is a challenge involv- 
ing a mathematical sense, or at least a good feel 
for spatial relations. Maybe it's plain old intui- 
tive insight. Whatever it's called, however, the 
added dimension of motion makes this a dynam- 
ic recreation that is even more challenging. 

Surprisingly, however, the game takes literally 
just a few minutes to learn, if that. Nevertheless, 
the challenge posed is one that may never be 
mastered fully, given the timed nature of the 
game and the way pieces fall in different man- 
ners at different times. 

To extend the enjoyment, the background, 
primarily on each side of the rectangle, has 
different scenes, such as an ice-skating arena, a 
shot from outer space, and a view of what ap- 
pears to be Moscow. Publicity releases from 
SPECTRUM HOLOBYTE confirm that the com- 
pany added the graphics scenes and that all 
depict some aspect of, or well-known place of 
life in, the Soviet Union. To be truthful, these 
have nothing to do with the game, but serve as 
nice window dressing. In the version I reviewed 
for IBM PCs, my AT clone with EGA color show- 
ed only these backgrounds as being enhanced. 
That is, the CGA version did not seem to vary 
much from the EGA version except for these 
backgrounds. Thus, the program does not really 
seem to make effective use of the higher resolu- 
tion color and graphics of EGA, except in this 

decorative manner. 

A color monitor, as is the case with a joystick, 
is optional, however. The PC version comes with 
both 5.25" and 3.5" disks. The program is not 
copy-protected, so installation to a hard disk is 
possible and straightforward. Different versions 




of the program are included depending on your 
choice of monitor. For instance, you load 
ETETRIS for the EGA version. There is also a 
special RAM-resident version, RTETRIS. This 
version may be popped up at any time while 
doing work, such as word processing. The mem- 
ory-resident version, however, is only for CGA 
and possibly for monochrome; it doesn't sup- 
port EGA except perhaps emulating CGA. 

The program also contains the now-popular 
"BOSS" feature: If you are playing the game in 
ordinary mode and your employer comes by, hit 
ESCape and a fake spreadsheet appears on the 
screen (with the game stopped in the back- 
ground). 

TETRIS sports 10 difficulty levels, five heights 
to choose from (from which the little pieces fall), 
and a choice of speed of fall. The pieces are 
evidently generated randomly, but you can re-^ 
play the last game as an option. The scoring 
system keeps track of the top 10 scores on disk. A 
help screen is available, though of limited util- 
ity. There's even a "statistics screen" to show 
how many times each shape has been generated 
thus far. 

The quicker you adjust the pieces to fall in, 
and the fewer blank spaces left in the rows you 
create, the better your score. 

As complete rows are formed, they automati- 
cally disappear from the screen. When 10 rows 
have been removed, you advance to a higher 
level, which means that pieces drop faster and 
the challenge intensifies. 

One difficulty I had was with the joystick. 
Even when I adjusted the trimmers, I could not 
get the left motion to work. Only with great 
difficulty did I get the same joystick to work on 
an XT clone when I tested TETRIS with fellow 
COMPUTER PLAY reviewer Fred Blechman. 



The game also supports keyboard use, though 
I seldom recommend this. There is a tiny manual 
— "booklet" is a more accurate term — of 8 
pages, with the packaging the kind typical of 
games today. 

Though TETRIS is unique and the promotional 
blurbs speak of the program as addictive, I did 
not find myself feeling too compelled to play. 
However, this doesn't mean that you won't feel 
compelled to play. This kind of game is the kind 
that can hook many people. 

I offer a good recommendation on enjoyment, 
with an excellent recommendation for unique- 
ness. The first Russian computer game to come 
to the West, TETRIS is truly the Rubik's cube of 
software. 



Name: TETRIS 
Type: Arcade / Strategy 

P Formats: IBM, Commodore 64; 
IBM version reviewed. 
Publisher: Spectrum Hoi o Byte 
Designer: Alexi Paszitnov (USSR) 
Programmer: Vagim Gerasimov (USSR) 

Ages: 10 and up 

Requirements: 256K, joystick 

recommended 

# Players: 1 

Price: $34.95 (IBM), $24.95 (C64) 



Difficulty: 
Packaging: 

Documentation: 
Graphics/Text: 

Payability: 



Beginner 
Very Good (8.5) 
Very Good (8.5) 
Very Good (8.5) 
Very Good (8.5) 



CP RATING: 

Circle Reader Service Number 21. 
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Silently, beneath the chill 

Atlantic waters, Russia's 

ultra-secret nuclear submarine, 

the Red October, is heading west 

The Americans want her. The Russians^ant her back 

The most incredible chase in history is on... 





Dare to conquer other exciting Datasoft adventures. Command a massive 
German battleship in BISMARCK, a deadly North Sea encounter. ALTERNATE 
REALITY— THE DUNGEON invites you to enter the ominous realm of wizards, 
enchantresses, ghouls, and thieves. You can save the world from a deadly 
asteroid in COSMIC RELIEF or, as GLOBAL COMMANDER, prevent the Earth's 
nations from turning each other into nuclear dust. The challenge is on... 



We Challenge You 

19808 Nordhoff Place 

Chatsworth, California 91311 

(818)886-5922 



The Hum for Red October ts published under license (or North America by IntefliCreations, Inc. 
Irom GrandSlam Entertainments Limited. © 1964 US. Naval Instrtute. 

Cosmic Refcef and Global Commander are trademarks of IntefcCreatJons, Inc. © 1988 IntefrCreations, 
Inc. AJI Rights Reserved. 

Bismarck -The North Sea Chase is a trademark of PSS. © 1987 InteiliCreations. Inc. AH 
Rights Reserved. 

Alternate Reality is a registered trademark of Paradise Programming. Inc. © 1987 InteiliCreations. 
Inc. All Rights Reserved. 

Datasoft is a registered trademark of InteiliCreations, Inc. 
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An Introduction to Adventure 



By Russ Ceccola 

Adventure. What images does that word bring 
to your mind? Perhaps you might think of a 
damsel in distress being saved from a huge green 
dragon by a knight in shining armor. Or maybe 
you instantly remember that time when you 
were young when you explored the neighbor- 
hood's haunted house only to be chased out by 
some old geezer with a shotgun. Regardless of 
the experience, we all have an idea of what 
"adventure" means. 

Merriam-Webster defines 'adventure' as 'a 
risky undertaking, a remarkable and exciting 
experience or a business adventure.' The last 
part of the definition may be the most realistic, 
but the other parts show more promise of fun. 
Having fun is the key element in any adventure 
we pursue in life. In the same way, you must 
have fun playing a computer adventure game. 

Why spend all that money and be bored. You 
might as well use the disk as an art deco liner for 
a bird cage. After reading this basic introduction 
to adventure games, you should pick up a few 
tips to remove the tedium and difficulty from 
certain elements of playing adventure games 
and increase your enjoyment level. In any case, 
there are hints here for veterans and newcomers 
alike to practice while playing. 

Before even starting an adventure, it would 
help to know the history of the adventure game. 
The genre of computer adventures was started 
by William Crowthers and Don Woods when 
they placed Adventure on M.l.T.'s in the 70's. 
From this game's inception, others like Zork 
appeared on mainframe computers and, with 



the advent of home computers, it was a natura 
progression for the games to make it to the home 
market. Since Adventure was written (originally 
in FORTRAN, I might add), thousands of adven- 
ture games in settings as varied as outer space, 
dungeons and future worlds have been written 
for home computers. At this instant, you can 
probably go to any computer store and find at 
least 50 different adventures for your computer. 

If this is your first crack at adventure games, it 
might help to understand what types of adven- 
tures are available. After taking every type of 
adventure game I own and classifying them into 
categories, I realized that there are six major 
types of adventure games. They are: text adven- 
tures, text-and-graphics adventures, role-play- 
ing games, graphic adventures, response/ 
command-oriented games and high technology 
adventure games. 

Text adventures are those games that use no 
graphics and only words to tell the story and 
track your progress. Most INFOCOM games, 
like the Enchanter Trilogy or Zork Trilogy, are 
text adventures, where the emphasis is on de- 
scriptive prose and concise language to bring a 
world to life, instead of vivid pictures. Text-and- 
graphics adventures are basically text games 
with pictures of the various locations, objects 
and people that you would see in the universe on 
the disk. 

There are two types of text-and-graphics ad- 
ventures, however. The first type just adds a 
pretty picture at various points in the game to 
what is essentially a text game. Examples of this 
kind of text-and- graphics adventure would be 
any of the RAINBIRD games, like Jinxter or The 




Transylvania from Polarware, 



Guild of Thieves. The other type adds pictures 
with some parts that can move or disappear to 
indicate the animation or presence (or absence) 
of an object or person. Examples would include 
any of the POLARWARE games, like Trans- 
ylvania, or SIRUS games like Blade of Black- 
pool (the first adventure game I ever played). 

Role-playing games are directly inspired by 
Dungeons and Dragons- type board games of 
the 70's. They usually involve selecting a group 
of characters with various attributes and skills to 
journey on a quest for some object or character 
or to reach some ultimate mind-boggling goal. 
The most popular examples of this type of ad- 
venture are the Bard's Tale series and the Ultima 
series. Graphic adventures depend heavily on 
what you see on the screen for success. The 
images are important here, with most graphic 
adventures playing like arcade games - easy to 
learn to play and a lot of fun. Typical graphic 
adventures are like The Last Ninja, Dragon's Lair 
or Spell of Destruction. 



Response/command-oriented games depend 
heavily on dialogue, menus, seemingly indirect 
control of your game persona and the selection 
of commands from lists or menus of options. 
Mysteries fall in this category. This is the smallest 
area in adventure games and includes games 
like Maniac Mansion, Perry Mason, Portal, Law 
of the West, Hacker II, Accolade's Comics, Sus- 
pended and Titanic: The Recovery Mission. Fi- 
nally, high technology adventure games are the 
latest category to emerge. These games take 
elements from all the other areas to create 
'super' adventures that are 'super' in scope, 
graphics, sound and presentation, with a com- 
mon quality of using the utmost capabilities of 
the specific computer for which the game is 
written. Examples include the CINEMAWARE 
series, the SIERRA ON-LINE series, Pirates!, Be- 
yond Zork and The Faery Tale Adventure. | 

Now that you know what kind of adventure 
you would like to play (or what it is that is 
already causing you to be late for work), it might 
help to gather some household items that might 
make the game-playing process less tiresome 
and more fun, removing all hindrances. Get 
together the following things and you'll be set. 
You want: a clipboard or something to draw or 
write on that is portable, different colored pens 
to distinguish areas on maps and different types 
of objects, lots of pencils like the kind you used 
in grammar school, lots of scrap paper for draw- 
ing maps and taking notes and graph paper with 
big blocks for mapping dungeons. 

You might need: hint books for when you 
really get stuck, adventure books that cover 
hints for a wide variety of games (thus saving you 
money to spend on even more games - keeping 
software publishers happy), pre-printed map- 
making kits to further the inevitable process, lots 
of time to spend on the game (depending on the 
one you pick up) and music to keep you from 
going insane, assuming that sound is not crucial 



in the game (I personally crank heavy meta 
through my headphones). 

More than ever, you're set to begin a new 
adventure. Some general hints and tips follow, as 
well as some suited for only certain types of 
adventure games. If you are a first-time adven- 
turer, it might help to pick a game that has a 
running time of two to three hours. A lot of adven- 
ture publishers (notably SSI) print an estimated 
number of hours of playing time on the side of the 
package. If there is no such information, ask the 
store clerk to suggest a simple adventure to get you 
into the swing of things. Once you've got game in 
hand, you're ready to begin. 

Most adventure games allow you to save game 
positions to be resumed at a future point in time. 
To make sure that you aren't stuck with having to 
start all over again (which is an important and 
humiliating lesson that most people who use 
word processors and don't save their text learn), 
format two or three blank disks and label them 
'SAVE DISK FOR (adventure name).' This pre- 
vents having to re-navigate a maze or kill a 
monster again that took ten minutes of combat. 
With disks in hand, you'll never worry about 
losing a hard day's work at the computer. 

Before starling any game, read the instruc- 
tions through completely. Understanding what 
you are supposed to do, as well as how to do it, is 
better than booting the disk and starting to hit 
keys at random. A lot of adventures have spe- 
cialized functions assigned to different indi- 
vidual keys (especially role-playing games) and 
unique commands. I have never seen any two 
companies make games that use all the same 
commands (making reviewing more than one 
adventure at once difficult). Prepare yourself by 
reading the manual and even self- quizzing 
yourself on how to do things in the game. 

Knowing how to map your progress is very 
important in adventures. There are three types 
of maps you might have to draw. The first uses 
boxes and lines to show the limits of your explo- 
ration in a game - used mainly for text games and 
text-and-graphics adventures. Simply draw 
boxes to show the locations in the game and 
connect them with lines in the cardinal direc- 
tions to indicate how to get from one box (loca- 
tion) to another. I'm sure you've seen these maps 
somewhere. If not, you might want lo obtain 
mapmaking kits from Questbusters journal or 
either volume of The Book of Adventure Games 
by Kim Schuette. Both give further tips on how to 
draw maps and show examples of at least two of 
the three types of maps I'll discuss. 



The second kind of map is used for dungeons 
or any geography comprised of a matrix of 
rooms (or squares). Use graph paper for these 
games, darkening lines where walls go and indi- 
cating other peculiarities with symbols that you 
should make up yourself (like traps, one-way 
doors, treasure, etc.). Finally, the last map al- 
lows you to use your artistic powers (assuming 
you have any - which I don't). You might need to 
draw actual geography, showing positions of 
towns, dungeons and other unique places, on a 
map of a continent or land of an adventure 






• * 



Ml 



M« f 



-K+ 



alk to 

ush Open 

ull Close 

ive Read 

ilver key 



Walk 
Pick 

What 



to Unlock Turn 

up New kid Turn 
is Use Fix 

canned goods 



on 
of 



Maniac Mansion from 

game. You'll need this skill for role-playing 
games. Shapes need not be specific, but you 
should record the relative distances between 
locations, as well as the approximate borders of 
the land. 

With mapmaking skills honed and the instruc- 
tions understood, all that's left to do is to play. 
Some tips on approach to games might help at 
this point. Don't let the goal of the game over- 
whelm you. You should explore every possible 
location that you initially can, recognizing 
friends and foes, as well as all types of objects 
and locations, as you go along. [Don't try to solve 
the game at first - just go in random directions 
and see everything that is before you for a couple 
of practice games. Only after you know the 
extent of your beginning quest can you start 
solving the puzzles that confront you. 

Puzzles are an important part of any adven- 
ture. Remember - you are trying to reach some 
goal and it certainly won't come easy to you 
after only exploring a few rooms and killing a 
few monsters. Think things through and exam- 
ine all objects carefully. If an object is magical, 
try it out on random characters and objects to 
see its effect and save it for a time that seems to 
warrant just that type of magic. Talk to charac- 
ters within the story lo find out further informa- 
tion about your goal and the land of the game. In 
any case, don't look at puzzles as a hindrance to 
seeing the end of the game, but realize that a 
certain degree of skill is needed to get further - 
usually the skills you would need if you really 
were that character whose role you are assum- 
ing. Believe me, after solving a particularly chal- 
lenging puzzle you'll feel a great degree of 
accomplishment. Go for the simpler games first 
to avoid hangups. 

In text games, make sure you read every bit of 
text carefully, since the lack of pictures leaves you 
with only words to present the game. Often, clues 



Lucasfilm Games. 

are given in descriptions of objects and people. 
Read carefully. In text-and-graphics games, look 
tor parts of the picture that appear different from 
the rest of the graphics. They might be objects that 
can be moved in the game universe that were just 
drawn on top of the background picture. Also look 
for clues in the graphic s. 

In role-playing games, make sure that the 
characters you create are well-endowed and 
well-equipped. A character with low abilites or 
a low number of possessions is sure to die in any 
role-playing world. Most role-playing games 
have sample characters on the disk. Use them! 
Treat graphic adventures as arcade games that 
require object and character recognition for fur- 
ther success and you'll be just fine. Most graphic 
adventures require use of a lot of objects, so 
learn what they look like as soon as possible. 

With response/command-oriented games, 
your skills in communication are put to the test. 
Choose responses and talk to characters in a 
manner that evokes the most information and 
doesn't offend them. In the case of command- 
oriented games and those th.it involve indirect 
control of a character or object, learn the extent 
of the controls you have and the commands at 
your disposal. The right menu selection is very 
important here. Finally, in the case of high tech- 
nology adventure games, use all the skills from 
the appropriate other categories of adventure 
games and remember that there is usually a lot to 
do. Take each step carefully and savor any infor- 
mation that your computer graphically or audi- 
bly presents to you. 

That about does it for this little tutorial. I hope 
that I've sparked some interest to go play a game 
after reading this article. I've decided myself that 
I'm going to go start a new game after I'm done. 
In any case, pick up a game, gain some experi- 
ence and, most importantly, have fun. Happy 
questing and tell the monsters I said "Hi!" 
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THERE'S A LOT I LIKE 
about computer adven- 
tures, but it sure isn't 
fun getting killed all the 
time. That's why Maniac 
Mansion is so refreshing — I 
can play from start to finish 
without dying once!" 

That's more than great fan 
mail. It's a very astute obser- 
vation. Because while most 
"*" story games 

treat 
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In Maniac Mansion? a movie-style 

"cut-scene" quickly establishes the 

characters personalities. 
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Not with Lucasfilm's 
new "point n" click" 
interface, though. 
All the words you need 
are right on the 
screen. Just click the 
cursor on them to 
choose characters, 
objects, and actions. 

Now you can play an 
entire fifty hour 
game without typing 
a single word. Or 
putting your life on 
hold until you realize 
the green leafy thing 
is a... plastic fern. 



you'll get into major hot 
water all right, but you'll 
have the fun of getting out 
of it, too. 

LErs Get Crazy Together. 

Just pick up a copy of 
Maniac Mansion!' the comedy 
thriller about a kidnapped 
cheerleader, a very mad ^^ 
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you like the meat in the dog 
food factory, Lucasfilm story 
games treat you like a human 
being who just wants some 
good clean fun. 

The fun starts with an en- 
gaging plot, hot graphics and 
tasty puzzles. But what keeps 
it going is a unique design 
that lets you play the game in- 
stead of fighting the computer. 

THE No-IVping Interface. 

Today's story games evolved 
from text adventures. The 



Just three "clicks'' and you'll send 
Zalc McKrackeri" over to the pawn shop 
counter to buy a pair of nose glasses. 

interface, in most cases, re- 
mained in the swamp. 

With conventional story 
games, whenever you want 
your character to do something, 
you type. And type. And type. 

Suppose you want to pick up 
a green leafy object. Well, you 
might try typing, "pickup 
plant!' If that doesn't work, you 
might try "bush!" "shrub," "tree!' 
and so on. After a while, you 
might try a different form of 

entertainment. 



More Story. \ 
Less Gory. j 

Most story game 
designers seem to think people 
love to get clobbered. 

We don't. After all, how 
much fun can it be to 
have a fatal accident every 
three and a half minutes. . . 
then reload your saved game, 
take a few timid steps for- 
ward, and save it again. 
Seems more like paranoia 
than entertainment. 

That s why Lucasfilm 
story games make it down- 
right difficult to die. Oh, 
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scientist, and a hilariously 
creepy rescue mission. 

Or Zak McKracken And Jhe 
Alien Mindbenders™ where 
you and a seedy tabloid jour- 
nalist save the world from 
space aliens who want us all to 
have the IQs of turnips. 
I You'll love the twisty plots 
and the goofy characters. You'll 
crack up constantly with the 
zany one-liners and sight gags. 
And you'll go just a little crazy 
with the mind-bending puzzles. 
t Crazy, but nicely crazy. 
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Licensed by The Major 
League Baseball Players 
Association. 
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The action-packed 
statistically enhanced 
computer game with all 
26 major league teams, 
and all the stars like 
Dave Winfield, Ozzie 
Smith, Jose Canseco, 
Roger Clemens, 
George Brett, 
Alan Trammell 
and Fernando 

Valenzuela. 
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Baseball;' The Sporting 
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a high hard one. Pitch 

him inside, outside, ft 
Even crush him back if ■ 
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remember, he's got 
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great bat control. He 

might even drag t! 
a bunt on you. 
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stat disks ~J 

Z ^available every 

^ season. Jm 

e 1988, Epyx, Inc. 
Screens from Commodore 
version. The Sporting 
News is a federally 
registered trademark 
^ of The Sporting News 
Publishing Company, 
a Times Mirror 
Company. The 
Sporting News 
Baseball is a 
trademark of 
EPYX, Inc. 
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Frozen Fun and Serious Competition 



By Rusel DeMaria 

MINDSCAPE'S Superstar Ice Hockey is one of 

the most comprehensive sports simulations 
availahle on a personal computer. This program 
covers all aspects of an ice hockey league and 
allows you to play manager, coach, and player. 

Your goal is to lead your team to the league 
championship, but you face a stiff challenge 
ahead. Your lowly team starts out with a lot to 
learn, and you must go up against the experi- 
enced teams in your own conference to earn a 
shot at the conference championships, the sub- 
sequent division championships, and, finally, 
the SportTime Cup. It may take several seasons 
before you make it to that exalted position. 
You'll have to trade players, recruit rookies, 
retire veterans, and make the right decisions all 
along the way. And, if that weren't enough, 
you'll have to wield the stick yourself and take 
your best slap shot! 

While some games excel at one aspect of a 
sports simulation or another. Superstar Ice 
Hockey seems to excel at all aspects of the 
game. Even if you aren't interested in all the 
league interactions and player analysis, you can 
play practice games in which you control either 
the center or the goalie on your team. You can 
play with two, four, or six players to a side to 
practice passing the puck and shooting (not to 
mention tripping and slashing). 

Team Statistics 

Each player on each team has three important 
statistics that you, as the manager, must weigh -- 
age (0 to 9 years), offense rating, and defense 
rating. The total rating for any player is the sum 
of offense and defense. A rookie can have no 
more than 24 total points, but an experienced 
star may have more than 50 total rating points. 
Age is an important statistic, however, because 
older players tire more easily and recover more 
slowly. 

Between seasons, you can use an allotment of 
trading points to improve your team via trades, 
training camps, or rookie recruitment. The 
teams lowest in the standings are allotted the 
most points, so you'll probably have lots of 
points to work with after your first few seasons. 

You can accomplish overall improvement in 
your team by allotting points to training camp. 
The more points you use, the more training 
and improvement the whole team will display. 

Trading players with other teams is real- 
istically difficult. Teams won't give you their 
star players in exchange for your rejects. They 
aren't that stupid. You'll have to find players of 
moderate skill, or of growing potential, then 
try to offer the other team a player they want. 
In addition, you'll probably have to offer them 
some of your trading points. And the league 
imposes an additional 150 trading points, even 
if the trade offer is rejected. That means that 
attempting a trade can be costly, and can yield 
you nothing. 




Recruiting a rookie from the minor leagues 
is somewhat less expensive, though you must 
replace a current player if your roster is full, 
and a rookie's total skill rating cannot exceed 
24. He will, however, improve with time, and it 
might be wise to begin replacing older players 
with younger ones if you have an eye toward a 
future league title. 

Young players tend to improve from season 
to season, but all too soon they grow old. 
Yesterday's star is today's Hall of Fame candi- 
date. You have to know when to restructure 
your offensive and defensive lines, when to 
retire a player past his prime, and when to look 
for new blood. 

The Winning Season 

When the season begins, it all comes down 
to coaching and playing, and you must do 
both. As the coach, you must decide which of 
three offensive and defensive teams to send 
onto the ice at any point in a game, and which 
of three offensive and defensive strategies to 
call at each break in the action. The compre- 
hensive manuals that accompany the game 
give you plenty of information about ice 
hockey in general, and specific strategy. 

Once you have finished your coaching du-v* 
ties for the moment, it's time to don a different 
hat (or mask, as the case may be) and take to 
the ice as a player. Now you may play the 
center, and become the scoring machine that 
sparks your team to victory, or become the 
goalie and hold the opposition to the big zero. 
The choice is yours from game to game. I must 
confess to a preference for the center. He gets 
to skate the length of the rink, slamming into 
the opposition and (when he can get away 
with it) tripping or slashing his way through 
the game. 

Yes, ice hockey is a rough sport, but just so 
you won't get too self-confident, penalties can 
interrupt your fun. Though a certain amount of 
roughness is tolerated, blatant fouls will send 
you to the penalty box for two minutes -- an 
eternity in a close game. Without you, your 
team must hope to hold the fort, and (in your 



role as coach) you must make the right strate- 
gic decisions to outlast the penalty. 

On the more sportsmanlike side of the 
game, you can use the joystick to pass the 
puck, or to shoot. You can fake shots, or de- 
cide to shoot close to the ice or loft the puck. 
There's nothing quite so satisfying as skating at 
top speed toward the opponent's goal, faking 
the goalie and then sending a quick wrist shot 
past his outstretched glove. This game can 
quickly move from the violent to the graceful, 
from pure mischief to outstanding athletics. 

This game has everything - excellent graph- 
ics, excellent strategy, excellent play, and 
excellent documentation. Everything is under 
joystick control, and even the most detailed 
managerial and coaching decisions are easily 
accomplished. This is a complete sports simu- 
lation, and one even people who know next to 
nothing about ice hockey should enjoy. In 
fact, the only thing missing from Superstar Ice 
Hockey is that cold smell of the ice and the 
inevitable brawls. 



Name: Superstar Ice Hockey 

Type: Sports Simulation 

Formats: Apple II, Ilgs, Atari ST, 

C64, IBM 

Publisher: Mlndscape, Inc. 

Designer: Ed Ringler 

Ages: 9 and up 

# Players: One or two 

Requirements: one or two joysticks 

recommended 
Price: $34.95 - $49.95 

Ability level: Intermediate to Advanced 
Packaging: Good ( 7) 

Documentation: Excellent (9.5) 

Graphics/Text: Excellent (9.0) 

Payability: Excellent (9.8) 



CP Rating: 



9.28 



Circle Reader Service Number 12. 



9"-*. 



16 



Computer Play 




In their day, they ruled 

over three quarters of the 

earth's surface. 
During WWII, they 

viciously brought Britain 

to her 




TAKE OUR PREVIEW DISK Drop this coupon 
FOR A ^PIN ,w the mail with your check or money order 
r V7i\. r\ oriin. payable to Epyx, and we'll gladly send you to the 

South Pacific to have it out with an enemy fleet. 

Mail to Sub Battle Preview. SoftMail, 2995 Woodside Road, 
Suite 400-383. Woodside. CA 94062. 

Quantity 



Total 



Apple & compat. (128K) 

Commodore 64/128 

IBM PC /compat. 5 X A" 

Atari ST 

Macintosh 

Apple IIGS 

Total Disks Ordered 



$3. 75 ea. 
$3. 75 ea. 
$3.75 ea. 
$4.25 ea. 
$4.25 ea. 
$4.25 ea. 
Total Enclosed 
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These were the silent 
killers: Tench. Gato. 
U-Boat. 

And now, they return. 
In this, the most realistic, 
all-encompassing simula- 
tion ever created \ 
for the personal 
computer. 

You will com- 
mand one of six 
types of Amer- 
ican subs or German Kriegs- 
marine I I-Boats. during anv 



Phone ( ). 



Age 



Canadian orders please add 50 cents for additional postage. 

Please allow 4 to 6 weeks for delivery. Offer expires 9/30/89 and is 
valid only in the continental U.S. and Canada. Void where prohibited. 
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i 60 missions. Or you'll en- 
gage in the most difficult 
task of all: To make it 
through the entire war. 
Each vessel is com- 
yi pletely unique and 
/ j painstakingly authen- 
I tic, so you'll have a lot 



And the contents of a 
vital target book, 
among other things. 

Your arsenal will in- 
clude deck and anti- 
aircraft guns. Torpedoes. 
And mines. 

But even all that may 
not be enough. 

Because besides the 
risk of bumping a depth 
charge or facing a killer 
Destroyer, you'll still 
have to contend with the 
gunfire of enemy aircraft. 

No simulation has 
ever had the degree of 
authenticity, gut- wrenching 
action or historical accuracy of 

this one. 

The first release of our new 
Masters Collection. And, 
a challenge of unbe- 
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1 Circle what type of computer(s) 
you currently own; 

A - IBM PC/Clone 

6 - Apple 

C - Commodore C64 

2. Circle what peripherals 
you currently own. 

A - Modem C - Hard Disk 

B - Printer D - Color monitor 

3. Circle how much spend each year 
on computer games. 

A-$0 D-$300 

B - $100 E - $400 

C-$200 F-$500 + 



Salt water tank, for 
trimming and compensating. 



5" 25cal.gun. 



icer's quarters. 



Water purification. 



D - Amiga 
E - Macintosh 
F - Nintendo 
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past 



future 



Available for: 
IBM PC and 
compatibles, 
Tandy 1000 SX 

&EX. 
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Available for: 

IBMPC 

and compatibles, 

Tandy 1000 SX & EX, 

C64/128 and 

Apple II Series. 




pyramids, caverns and 
swamps. Test your mind 
against complex, multilevel 
passages, overcome sudden 
perils and surprises from 
evil forces, guardian demons 
and villains. 



The dangerous DEEP 
SPACE™ assignment: 
Operation Copernicus. 
Check your Top Secret 
Flight Dossier, then launch 
your fully armed Starship 
on four thrilling combat 
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The Seven Spirits of 
Ra™ challenges you to an 
adventure from 3.000 years 
ago! Experience the 
authentic drama of an 
ancient Egyptian myth. 
Fight through tombs. 







missions. Your high-tech 
cockpit offers Dashboard 
and Out-of-Cockpit Views, 
detailed Quadrant Maps and 
Damage Control Reports. 
But beware! Many space 
enemies await you! 
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Sir-tech Software. Ine. 
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What can you do about the drug 
problem in America? Play LA. 

Crackdown. 
That's what. 
You're the vet- 
eran detective. 
Your assign- 

You can bug the thugs and watch rnPHt IS tO 
the warehouse, both at the same time, *nv-**W- iJ t *~' 

uncover a major ring bent on dis- 
tributing an evil synthetic drug. 

You've got the highest of high- 
tech surveillance vans to work 
from. You've also aot a rookie to 




work with. We're talking "rookie" 
rookie. Zero experience. 

You'll need to architect his 
every move. Watch him photograph 
clues. Plant bugs.Tail suspects. And 
question everyone from seedy 
thugs and crooked chemists to 
slick international heavies. 

You'll also need to draw on 
every strategy brain cell available. 



If you're not thinking every minute, 
you might just spend all evening 
waiting on a street corner for a 
suspect whds never coming. 

LA. Crackdown. If you think 
your nervous system can handle 
the surprise action and tricky men 
tal clues, there's only 
one thing you need 
to do. Move to L. A. 



LA.CRACKDOWN 
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Play Online All Over the Country 



The Desert Fox Returns 



By Cheryl Peterson 

How is it possible for people all over the country 
to play computerized games together without any 
of them leaving home? How can these players 
team up to face computer-generated opponents in 
concert with each other? How can homebody 
gamblers play poker, blackjack, slot machines or 
bingo without having a mess to clean up after- 
wards? Through the magic of online services and 
modems, players gather to participate in dragon 
hunts, aviation dogfights, interstellar empire 
building, dungeon explorations, card games and 
other multiplayer activities. 

Picture this scenario — a man and woman in 
Maryland, a man in Louisiana, a woman in 
California and a man in Georgia plan an attack 
on an evil snake God that lives in a mine and 
devours unwary adventurers. As with other role- 
playing gamers before them, they've developed 
powerful alter egos to fight the game's battle. 
Numerous hours playing the game have honed 
their skills. The man who created this ultimate 
challenge designed it never to be beaten. 

The players turn on their computers and dial 
local phone numbers. After entering their id 
numbers and passwords so that the system will 
know who they are, they enter the game using a 
short command string. These players need to 
coordinate their effort before they actually start 
playing, so they use another command to access 
the conference area. Once there, everything 
they type on their keyboard will be seen by 
everyone else in the group. This ability allows 
them to plan strategy without being interrupted 
by the "action" of the game. 

After a short discussion, they enter the game. 
Since they've planned this attack for weeks, 
their characters are all standing outside the 
snake's lair. On each computer screen is a repre- 
sentation of theircurrent location and a listing of 
all the people and opponents in their immediate 
vacinity. They know the snake is hidden just 
around a corner that they are using for conceal- 
ment until they are ready to spring their plan. 

The game allows players to append comments 
to the commands they use to play. These com- 
ments appear on their companions' screens. 
After confirming that everyone is ready, the bat- 
tle is joined. In this case, one person (the bait) 
steps into the snake's line of sight. The player is 
instantly attacked and takes heavy damage. The 
other players jump to his aid. The open bottle of 
balm in the character's hand is his only hope of 
survival. When he drinks it, he is instantly 
cured. He drops the bottle and quickly pulls 
another from his sack and opens it. 

By this time the snake has noticed the others in 
the party and he switches targets. The other 
players are all attacking the snake with their 
weapons. The armor and magical items they've 
collected through months of play help them in 
their struggle. After about 10 minutes the fight is 
over. The snake is defeated, but not before he 
has eaten one member of the party. The players 



search through the treasure hoard of the their 
fallen opponent and divvy up the rewards. 
They'll have td help their fallen comrade build a 
new character to replace the one that was eaten. 

After the treasure is divided, they go back to the 
conference area to figure out what they could 
have done differently to save their comrade. 

Though it sounds far-fetched and to some may 
seem like science fiction, this is not an imaginary 
tale. Such a game exists and the players have 
indeed fought such a battle. The Island of Kesmai 
is one of the most technologically advanced 
games currently available. It can handle up to a 
hundred players and has challenges for both be- 
ginning and advanced role-playing gamers. 

To enter the world of online gaming, you must 
establish an account with an "information ser- 
vice;" GEnie or Quantumlink. While advertised 
as information vendors, they also support gam- 
ing facilities that far surpass anything available 
for home or personal computers alone. 

Starter kits are available directly from the ser- 
vices or through local computer stores. You'll 
probably need a credit card to start your ac- 
count. CompuServe offers "CheckFree" pay- 
ment in which they collect the bills due to them 
directly from your bank account once a month. 

Typical charges run from about $3 an hour on 
Quantumlink to $6.25 an hour on CompuServe. 
GEnie charges about $5 an hour. Most services 
have local telephone access in major US cities, 
so you needn't pay long distance charges to call. 
In some areas, customers sign-on through 
Tymnet or Telenet which adds a dollar an hour to 
the cost. 

Gaming choices range from text adventures to 
five-card stud, from a Star Wars-style spaceship 
battle simulator to a Flight Simulator-style aviation 
game, from an online version of the TV game 
show Family Feud to rows of slot machines. 

Each service offers a place outside the games' 
confines where players can discuss the finer 
points of the games. On CompuServe, for in- 
stance, the MultiPlayer Games (GO MPGAMES) 
forum sponsors meetings for players who gather 
to share tips and hints. Each regularly scheduled v* 
meeting focuses on one game and experts are 
available to answer newcomers' questions. 

The forum's electronic bulletin board stores 
messages and questions about the games. Spe- 
cial forum helpers provide answers either by 
posting a reply on the board where everyone can 
read it or by sending the reply to the online 
equivalent of a mailbox. In many cases, ques- 
tions are answered by the people who actually 
run and monitor the game. 

On Quantumlink, there is a "lounge area" 
that you enter when you first pop into Rabbit 
lack's Casino. A Casino Helper is always on 
duty to answer questions players may have. 
Since the games include graphics as well as 
text, you need more than just the standard 
signon disk provided when you join Quan- 
tumlink. Before you access the Casino, you 
must buy an inexpensive Casino disk. 



Some challenges are intended for teams ol 
players. In fact, a few games are designed with 
teams in mind. This means your online person- 
ality can have a great deal to do with how 
successful you are. Making friends and having a 
good time are an integral part of these games, so 
it's a good idea to be polite, friendly and helpful 
whenever possible. 

When online, keep in mind that language tells 
a lot about you. No service allows the use of 
blatently sexual language. Since these are fami- 
ly-oriented games, the operators frown on pro- 
fanity. Remember, you never know who's on the 
other end of the line. ] 

The systems allow players to use a "handle," a 
name other than your real one that represents 
who you are. The name you choose should tell 
others something about you. | 

"Credit Card Melt-down" has killed fewer 
multiplayer gamers than the computerized op- 
ponents, but it is a much more deadly form of 
extinction. It is almost a necessity to track how 
much time you spend online. Running up bills of 
hundreds of dollars is all too easy. I have known 
people who have spent thousands of dollars 
playing games. This form of entertainment is 
VERY addicting. 

Quantumlink offers a helpful feature for par- 
ents. By creating sub-accounts and setting bud- 
get limits they can control how much money is 
spent. For families with teenagers this can be a 
real money saver. Unfortunately, other services 
don't offer this option. 

Having played on all of these games at 
"weird" hours of the night, I can say that even at 
four AM there are frequently players on the 
games. All night sessions are not that unusual 
and are the rule of thumb for weekends. 

Playing multiplayer games is addicting and 
certainly more expensive than buyinga comput- 
er game and playing it. The $30 paid for a disk- 
based computer game would only get about 
tenhours of play on the least expensive of these 
systems. But these games offer challenges that 
can't be found in "normal" computer games. 
The opportunity to play with and against human 
opponents adds a dimension unparalleled by 
other games. And it's a great way to make new 
friends. 



CompuServe 

5000 Arlington Centre Blvd. 

Columbus, Ohio 43220 

(614) 457-8600 

(800) 848-8199 

GEnie 

401 North Washington St. 
Rockville Md 20850 
(800) 638-9636 

QuantumLink 

8620 Westwood Center Drive 
Vienna, Virginia 22180 
(800) 392-8200 



By Russ Ceccola 

True to the level of sophistication of their 
previous war games, Strategic Studies Group 
(SSG) has created yet another winner in 
Rommel. A group of designers from Australia, 
currently has their work distributed by ELEC- 
TRONIC ARTS in America. Their war games 
established a precedent in the industry since the 
release of Battlefront and the group shows no 
signs of letting up. What makes SSG war games 
so unique is the amount of detail put into each 
game, the great packaging and helpful inclu- 
sions and the menu-based system that makes the 

games so easy to play. 

Rommel deals with the battles of General 
Irwin Rommel, the WWII figure who led the 
Germans to many successes in the North African 
Theater of war. Rommel includes scenarios for 
eight of the Desert Fox's many battles. These 
scenarios are: Syria, Sidi Rezegh, Cauldron, 
Alem al Haifa, Kasserine, Maknassy and 
Tebourga Gap. Also, a scenario for the hypo- 
thetical Invasion of Malta is included on the 
disk. You can choose to play the part of the Axis 
powers, Allies or both (two player game). Also, a 
unique feature called OBSERVE mode allows 
you to watch the computer play both sides and 
analyze the results and intermediate steps. 

Although I'm not an avid history buff, I can 
assure you that Rommel is historically accurate. A 
friend of mine is a graduate student of history and 
verified the scenarios by just looking at the game 
and results. Included in the manual are descrip- 
tions of all of the battles, showing historical impor- 
tance, as well as strategical value. In addition to 
these scenario descriptions, there are a list of 
scenario variants given for each one to allow 
greater enjoyment of the game. Rommel certainly 
offers a lot for the war gamer fan of WWII, as well 
as the fan of strategy games of all types. 

Unique to SSG games is the method of game 
play. Each day is divided into four turns (am, 
noon, pm and nite) and a game consists of at most 
99 turns or 25 days. A turn involves examining a 
variety of reports that can be generated about the 
status of the battle and troops, giving orders to the 
men and executing the orders. All battles are 
based on a common unit of battalion. These units 
are combined into regiments and divisions for 
heirarchical and strategical purposes. This game 
system and all of its features are what make SSG 
war games in general and Rommel in particular 
excellent choices for war gamers. 

Rommel is entirely menu-driven and, once 
you get the hang of the menus, you should have 
no problem using them. To aid in this endeavor, 
Rommel comes with two cards that show the 
structure, options and interconection of all of 
the menus in the game. The design menus, game 
menus and startup menus are kept separate and 
graphically depict all of the ways to travel in- 
between game options. These cards are the most 
useful inclusion in the game package, aside 
from the well-written manual. They eliminate a 




need of memorization of commands. 

The manual itself is very well-written and 
describes in detail every game option, as well as 
scenario information. If that isn't enough, there 
are also a game map (that includes a portion for 
each scenario) and specialized SSG save game 
disk labels. All of these inclusions and the game 
packaging and literature live up to the standards 
of excellence established before by SSG. 

As a bonus to Rommel, the game disk also 
includes the programs Warpaint and Warplan 
for you adventurous and creative people. War- 
plan lets you create your own scenarios and 
games and Warpaint allows full creative control 
over the graphics of the game. Both programs 
will support the editing of the existing Rommel 
scenarios, as well as those of Battles in Norman- 
dy and Halls of Montezuma for play in Rommel, 
and suggest creativity in designing your own war 
games. Pluses like these make or break any 
software package; in this case, the consumer has 
the advantage. 

Rommel is very easy to play as far as operating 
the game. The tough part comes, as with any war 
game, in choosing strategy to win a given sce- 
nario. The nice thing about SSG games that 
separate them from other war games is that your 
goal is not to simply destroy every enemy unit on 
the screen. Rather, you are given victory points 



for holding certain objective locations for a cer- 
tain number of turns in the game. This method of 
play heightens the importance of making strate- 
gically sound decisions and lessens the drive 
that has been instilled in so many people by 
numerous other war games to surround and 
wipe out enemy units. I found myself thinking 
about what I was doing more carefully than I had 
before with other war games. 

The only complaint I have about playing Rom- 
mel is a side effect of using the menus. The 
menus that operate Rommel are always on the 
right side of the screen, unless you are entering 
form-like information on certain screens. In 
some cases, the game map takes up the rest of 
the screen; in other cases, text fills that space. 
The menus are controlled by the cursor keys and 
F1 key - which is used as an escape key to go to 
previous menus. Although these keys can be 
very useful, it sometimes becomes boring in 
playing SSG games to touch the same keys over 
and over again. It would have been nice to allow 
use of a joystick in moving around the menus, in 
addition to the cursor keys. Perhaps the joystick 
button could have taken the place of the 
RETURN key to enter choices and the only time 
you would need to touch the keyboard would be 
for using the F1 key. Anyone who has played SSG 
games before can probably sympathize with me. 
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Graphics and sound are never important as- 
pects of serious strategical war games. For the 
most part, the graphics have to only be clean 
enough to distinguish units and the sound can be 
nonexistent altogether to give the player the full 
experience of playing the game. The graphics in 
Rommel are very good. Every unit and terrain 
icon is unique and the screen maps closely 
follow what you see on the printed map. As far as 
sound goes, it is virtually missing from the game. 
A short theme plays at the beginning of the game 
after loading and little blips are heard as units 
are selected for examination or are moved 
around on the screen. This use of sound is 
exactly what I was looking for, because if there is 



too much music or sound effects you might lose 
concentration on the strategy of the game. 

Using the menus to control the game is picked 
up after the first few minutes of play, just like the 
package says. I have always been impressed with 
the way that SSC sets up their menus. They follow 
each other logically and are set up in such a way as 
to force you to>nter commands in the correct 
order. This is especially true in the Warplan and 
Warpaint programs. When creating a new sce- 
nario or editing the icons, the menus take you 
through all of the possibilities in a convenient 
order that prevents selections on a lower level 
before the more general choices are made. 

The inclusion of Warplan and Warpaint is 

very important to the value of Rommel. You can 



The Epyx 500XJ™ is no 
ordinary joystick. 

It's a lethal weapon. 

The 500XJ scores way 
higher, faster and easier 
than any other joystick 
ever made. Which isn't 
too surprising, consider- 
ing what cool stuff it has. 



Like a grip that fits in the 
palm of your hand for 
radical control. Super fast 
trigger finger firing for 
deadly timing. Quick- 
thrust stick movement for 
doing it to 'em. And a 
great warranty you' 
probably never need. 



With a joystick that scores 
this high, this easy, there 
ought to be a law. Aren't 
you glad there isn't? 

The 500XJ. 
Guaranteed to 
blow 'em away. 
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virtually create entire new scenarios, as long as 
they follow the heirarchy of battalions, reg- 
iments and divisions. If you wanted, you could 
make up a space game or any other setting, but it 
would be limited to the heirarchy established for 
the Battlefront game system that Rommel uses. 
For their intended purpose, these two extra pro- 
grams are excellent - easy to use because of the 
menu control and able to make scenarios for use 
with any of the games that use the Battlefront 
game system. 

Game lengths vary in Rommel. The longest 
scenario would probably take about three hours 
to play against a human component. Playing 
against the computer takes less time and running 
the game in OBSERVE mode takes the least 
amount of time. I found OBSERVE mode to be an 
interesting option that you can use to test sce- 
narios that you have created and a tool that 
allows you to develop good strategy based on 
what you see the computer do. In any case, you 
can spend as much time as you want playing 
Rommel. I would suggest the following se- 
quence of events to really enjoy a particular 
scenario: read the scenario notes that detail the 
actual battle, read the axis or allied notes to give 
you hints on how to play your side of the game, 
examine the map and study its unique aspects 
and play the scenario keeping all these other 
things in mind.- In this way, you will get the 
fullest enjoyment from Rommel and become 
totally involved in trying to either change or 
maintain history through your actions. 

Rommel was everything I expected as the 
latest venture from SSG and more. The program 
has the right combination of graphics, sound, 
menus and strategy to keep any war gamer hap- 
py. The scenarios vary in length, as well as 
difficulty, to accomodate people of all skill lev- 
els. If you're looking for a very simple war game 
that takes 10 minutes to play, don't buy Rommel. 
It is instead intended for the serious, thoughtful 
war gamer of WWII who likes to plan out multi- 
ple strategies, play out those strategies and may- 
be even change history. 
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Name: Rommel 

Type: Strategy 

Formats: Apple, C64 (reviewed) 

Publisher: Strategic Studies Group 

Distributor: Electronic Arts 

Designers: Roger Keating, 

Ian Trout, Mark Holman, 

Phil Niven and David Freer 

Ages: 10 and above 

# Players: Two 

Price: $39.95 



Difficulty: 

Packaging: 

Documentation. 
Realism: 

Payability: 
CP RATING 



Average 

Excellent (9) 

Very Good (7) 

Very Good (7) 

Excellent (9) 
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Get ready for four of the most challeng- Permanently. You will when you 
ing, rugged, rump-bumping cross the longest winter of your life in the ice, 

sleet and slosh of The Michigan 
Course. The Georgia Red Clay 
Course has enough mud to keep 
you a human fossil for 2,000 years. 
And then there's Death Valley. 
Get it. D-E-A-T-H Valley 
Start with pre-race strategy, 
country road racing courses this earth Select and customize your personal 
has to offer. vehicle. Your supplies. Your repair equip- 




Plenty of thrills guaranteed on the following grounds gumbo mud, 
packed snow, skid-sand, and the scrubbiest terrain south of the border. 



There are boulders, rivers, potholes, 
and mudbogs to contend with. What 
are mudbogs? You'll find out. (Just after 
you find out there's a Demon 4x4 chas- 
ing you all through the race. A Demon 
hellbent on your destruction.) 

If you win enough races, collect 
enough points, only then will the 
Victor's Cup be yours. It's 
the least we can do. After 
all, you did go through 
hell to get there. 



Fight the torturous terrain of Baja. ment. Believe us. You'll need everything. 
Rocks, boulders, skid-sand, even a few m m /"vfi-ri ww\ A f\ T* A OllVT/^ 
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Fighting World War One and a Half 






by J.L. Miller 



EMPIRE is a continuation of INTERSTEL'S Star 
Fleet world; billed as a grand tactical simulation 
of world invasion, in fact, Empire is <\n updated 
versionof a former mainframe simulation. 

INTEKSTEL had previously published Star 
Fleet as a similar update, and as before, the 
company has done a laudatory job of taking a 
public domain "bare-bones" game and making 
it into an excellent entertainment package. 
While EMPIRE is ostensibly an extension of the 
Star Fleet world, it actually postulates a technol- 
ogy level mote akin to that of World War One 
and a Halt. Thus, unit types are composed of 
army, fighter aircraft, troop transport, sub- 
marine, destroyer, cruiser, aircraft carrier and 
battleship. 

The reasonl state that the technology level is 
more akin to World War 1 . 5 is that tactically, the 
aircraft carrier does not come into its own; in- 
stead, the battleship is the true "carrier" of vic- 
tory. 

Admirals Beatly and lellicoe would feel right 
at home. 

DOCUMENTATION 

The documentation is very good; I especially 
appreciate the index. 

The rules are relatively complete as to play, 
and the only areas of less than crystal clarity 
concern the game save features and the different 
maps included in the original disk; however, 
these are minor issues. While the disk is un- 
protected and a play backup disk is strongly 
recommended, the protection scheme utilizes 

the familiar documentation check ("First word of 

Line 3 on Page 47"). A Command Reference 
Card displays all commands in a handy format. 
After an initial perusal of the full rulebook, 
this reference guide will be more than sufficient 
tor future play. 

With pull-down menus and relatively easy 
access, EMPIRE is a gamer's game. 

THE PLAY 

EMPIRE is a true wargame. 

By using the random map generator, you are 
completely unfamiliar with the terrain; this pres- 
ents a "fog of war" absent in the more traditional 
and historical simulations. Since you start out 
with only one city, that is the limit of your 
knowledge as to the world. 

Everything else is blank, and only movement 
into or over flight of additional terrain will fill in 
the blank spots (and there area lot of these!). 
Conquest is the res gestae; each city can pro- 
duce one type of unit. 

Thus, rapid expansion is necessary in order to 
derive an optimum mix of unit types and to 
prevent your opponents from maximizing their 
forces. 

Since EMPIRE requires total conquest (no 
limited wars here!), expansion should be 
made db quickly as possible. 

McClellanesque generals (i.e. those with 




the "slows") will find themselves relegated to 
the trash bins of history. Combat is single 
entry; although you might have six armies 
available, only one at a time can "see the 
elephant". 

Army and fighter aircraft have the same 
value in terms of offense/defense; the latter 
does have five times the range per turn, but 
takes twice as long to produce. 

Naval vessels have more punch, but their 
effects are limited to coastal areas and their 
production lead time can be very long. 

Only the PBI (poor bloody infantry) can 
seizecities; no matter what the technology, 
there is always a need for the poor ground 
pounder. But production is the key to success 
or failure. 

Each city may be geared to produce a type 
of unit, and will keep producing such units 
until directed otherwise. 

Armies are relatively quick to produce, but 
their low maneuverability yields a slow-mov- 
ing game; at the other extreme, battleships 
can take as long as 60 turns to produce. 

Once a unit is produced in a city, addition- 
al units of the same type are produced 20% 
faster. The most important units are army and 
transports. 

The army seizes the terrain while the trans- 
ports guarantee the ability of the army to 
project its power anywhere in the "world". 

Everything else is a guarantor of support. 

TACTICAL SUGGESTIONS 

(1) Initial production must be the army. 
Nothing else can seize and hold key ter- 



rain (cities); after seizing your first city, a 

fighter aircraft maybe built. 

This will allow better reconnaissance; 

early commitment offighters to combat is 

non-utilitarian. 

(2) Look at your world. 

If your initial city is located on a solitary 
island, expansion will be VERY slow; my 
recommendation would be to reboot the 
game, and hope for an initial land mass 
holding at least four cities. Production 
therein should be army, aircraft, troop 
transport and battleship. 

(3) The battleship is the true dreadnaught of 
EMPIRE 

Useful for land bombardment and decisive 
at sea battles, you should begin early con- 
struction of battleships. 
Aircraft carriers can carry up to 8 fighters, 
but their fragility and lack of punch does not 
make them the Queen of the Seas. 
A single battleship can often destroy a full 
carrier complement of aircraft. 

(4) Troop transports (which carry up to 6 armies) 
are necessary for expansion. 

However, three transports are usually suf- 
ficient (as long as they are protected by 
escorting vessels). 

(5) Destroyers are valid for naval reconnais- 
sance; however, they cannot be utilized for 
land bombardment. 

Thus, a mere destroyer screen is sufficient; 
the destroyer can also be useful for explora- 
tion of the world. 









lust don't expect its survival in a hostile 
environment. 
(6J Submarines are mean and dastardly vessels 
of war. 

Use them often! Their relative economy of 
production coupled with their offensive 
power make them into Hunter-Killers of the 
Sea. 

But they are no match for an alert battleship 
properly screened. 

(7) Use fighter aircraft to find the enemy, but 
use armies or battleships to fix and destroy 
the opponent. 

(8) Monitor production continuously. 
Produce armies at the front lines and naval 
vessels in the rear. 

Use Flight Path commands to establish a 
flight corridor which will continuously bring 
newly-minted aircraft into the FEBA (forward 
edge of the battle area). 

CONCLUSIONS 

EMPIRE can be played by up to 3 players — 
human or computer. 

As the game develops, turns become longer and 
longer; there is simply more to do. 

As games last up to 250-500 turns or longer, 
be prepared for the long haul. Computer oppo- 
nents can be manipulated into being easy dupes 
or strategic geniuses. 

At the expert level, the computer is a formid- 
able opponent. 

Do not get too ambitious too early. Overall, 
the simulation is quick to learn and fun. 

My only negative concerns the total playing 
time — this is not a simple evening of diversion! 

But the"fog of war" and the mechanics of 
meshing the disparate units into a cohesive force 
of conquest make EMPIRE a game worthy of 
inclusion in the wargamer's library. 

Highly recommended! 



Name: EMPIRE 

Type: Strategy 

Formats: IBM, Atari ST 

Publisher: Interstel Corporation 

Designers; Walter Bright 

and Mark Baldwin 

Ages: Teen-Adult 

Requirements: CGA/EGA 

# Players 0-3 

Price: $49.95 



Ability level: 

Packaging: 

Documentation, 

Graphics/Text: 

Realism: 

Payability: 

CP Rating: 
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THE ULTIMATE CHALLENGE 

Meet the challenge. Stimulate the mind. Inspire the imagination. 

Get ready ro exercise, nor your body but your mind; and get ready ro have 
FUN. With Neurobics, fun is the key to getting ahead. Unlife any other computer 
game you have ever played, Neurobics wilJ take you to a world tiiar pits you 
against your own mind. 

Neurobics, a game that proves that fun can be rewarding as well as entertaining. 
Neurobics is designed to stimulate your memory, not test what you already know. 

■ Six challenging and exciting games. Fun for the whole family. 

■ Over 2;5 levels of play for each game. 

■ Each time you start a game, the computer creates a new challenge, so each play 
is different from the last. 

■ Advancement depends on being able to improve your memory, concentration 
and problem solving skills. 

Neurobics is available now for the IBM PC and compatibles. 
Available wherever software is sold. 

For more information: 1-9I9-579-8728 
_„.„ For orders: I-800-882-8664 
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Flight Simulator 

Special 

Welcome again, to another special feature, the 
second in a series that will be appearing in COM- 
PUTER PLAY. The exciting world of flight simulators 
is examined this month by Fred Blechman, our 
resident expert and former Navy fighter pilot. So sit 
back, strap yourself in and get ready to take off. 




The control pane! of the Falcon AT. (see page 2, On the Cover). 



By Fred Blechman 



Flight simulator programs for microcompu- 
ters have become more and more sophisti- 
cated. In the September issue of Computer 
Play I reviewed FALCON, one of the most re- 
cent and most complex simulators. In the Oc- 
tober issue I reviewed Hellcat Ace, one of the 
earliest (and simplest) flight simulators for the 
IBM PC. 

In this issue, I'm reviewing four fixed-wing 
and two helicopter flight simulators. These 
range from pure flying to arcade battle action. 
Some are easy to learn, others take many 
hours. 

Points Worth Noting 

(1) These reviews are presented in the order 
tested. I may have become more difficult to 
please as I went from one to the next — and 



certainly became less tolerant of the unneces- 
sary complexity of some programs. I am 
biased toward simplicity (Hellcat Ace is still 
my favorite for pure fun!), and I personally do 
not wish to spend days getting competent with 
a program. You may feel otherwise and enjoy 
the challenge of a very complex program. 

(2) All reviews were conducted with my 
standard speed IBM PC/XT using 360K 5-1/4" 
disk drives, 640K of RAM, CCA and Hercules 
graphics boards, a Taxan 420 RGB monitor, and 
three different joysticks — a CH FlightStick, 
a Kraft Premium II, and a generic. I did not test 
EGA or VGA graphics. Due to space limita- 
tions, I've only covered the major features of 
these simulators. They all have much more 
that could be written about them, and they a 
offer many, many hours of diversion. 
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THE BEST 
JUST GOT 
BETTER! 

We've taken the best in FALCON, 
added to, enhanced, and im- 
proved features to bring you our 
finest. FALCON AT gives you beauti- 
ful 3-D enhanced graphic displays. 
The enemy MiGs you encounter are 
resourceful and very skilled. And if 
that isn't enough, challenge another, 
pilot in the head-to-head option via 
direct computer link. 

Multiple skill levels, technically 
accurate head-up-displays, actual 
flight characteristics, multiple views, 
multiple targets, Black Box flight 
recorder, and complete weapons 
system are just a few of the features 
that set FALCON AT above all other 
flight simulations. Due to the unsur- 
passed realism of FALCON AT, it has 
been selected as the basis for a 
simulator for the military. Whether 
you are an experienced "top gun" or 
a novice pilot, FALCON AT is for you. 

Spectrum 




A Division of SPHERE. INC. 
2061 Challenger Drive 
Alameda. CA 94501 
(415) 522-0107 






THE F-16 FIGHTER SIMULATION 



Software Publishers' Association 
Award Winner 

• Best Simulation 

• Best Action/Strategy Program 

• Best Technical Achievement 



It's the best flight simulator yet put 
on a microcomputer ..." John Dvorak - 
San Francisco Examiner. 



FALCON: "Just another flight 
simulator like a Ferrari is just another car 
PC Resource. July '88. 
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Copyright ©1987 1988 SPHERE. INC All rights reserved FALCON AT T " and Spectrum HoloByte'" are trademarks ot SPHERE. INC Screens shown are IBM AT IBM is a registered trademark ol International Business Machines Corp 
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The New Version 3. 



Takes Off 



For several years, the real test of a comput- 
er's compatibility with the IBM PC was 
whether it would run the Microsoft Flight Sim- 
ulator program. Because of the intensive use 
of the keyboard and detailed screen graphics, 
this program proved to be a rigid test of the 
hardware — and also a test of the patience of 
the user. 

As flight simulators go, including Version 2, 
this one was not very exciting. It was designed 
for accuracy rather than entertainment. The 
simulated plane was slow and sluggish to fly. 
The program was particularly resentful of most 
joysticks, and provided no means of calibra- 
tion. While there was a lot of attention paid to 
details of navigation and scenery, and the ac- 
curacy of control response (cut power or add 
flaps and the nose dropped, for example), the 
program could be considered boring from an 
entertainment sense — except during land- 
ings, where avoiding a crash or terrible landing 
was almost an impossibility without a great 
deal of practice. 

However, it has been a big hit. Many private 
pilots practiced basic flying techniques and nav- 
igational skills at home on their computer. Some 
commercial pilots improved their instrument 
scanning ability by practicing with the Flight 
Simulator. Some pilots planned actual flights 
and went through the simulation before taking 
their own plane on an actual flight. 

New Version 3.0 

The new Flight Simulator Version 3.0 in- 
cludes past features, but a lot more. Those 
with EGA and VGA equipment can have better 
graphic resolution and more colors. The new 
program provides control menus, multiple 
view windows, and lots of new scenarios — 
even carrier landings! 

Just to give you an idea of the sophistication 
of this program, 47 important aircraft charac- 
teristics are considered. You can look out the 
front windshield (or seven other views around 
the plane) to three-dimensional scenery (build- 
ings, bridges, roads, lakes, etc.). The instrumen- 
tation is that specified by the FAA (Federal 
Aviation Administration) for VFR (Visual Flight 
Rules) and IFR (Instrument Flight Rules). 

The new Flight Simulator's graphics present 
solid-modeled images without hidden lines, 
and with surface shading, with the detail and 
quality adjusted to make the best use of what- 
ever display adapter (CGA, EGA, PS/2) you are 
using. 

Flight Simulator's "world" includes the con- 
tinental United States, Canada, Mexico and 
the Caribbean. These are broken up into "pop- 
ulated" areas that include 118 airports indi- 
cated on five folding charts that show the 
aeronautical details of the New York/Boston, 
Central and Northern Illinois, Seattle, Los An- 
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geles and San Francisco/Oakland areas. De- 
tailed information about these airports are 
included in charts in the manual. 

Some private pilots prefer Flight Simulator 
over the more official simulating tools in air- 
ports and flying schools because Flight Simu- 
lator lets them set environmental conditions 
such as wind, clouds, and time of day for 
dawn, day, dusk and night flights. A host of 
navigational aids are also included. 

As a convenience to new pilots, on-screen 
real-time flying lessons and varying degrees of 
difficulty are provided. If you've never flown 
before you can use the basic lessons by watch- 
ing the instructor as he controls the airplane 
through the particular lesson you've selected 
(from taxiing to acrobatics) and then trying it 
yourself. The program even provides feedback 
in the form of flight-path and performance 
graphs at the end of your lesson. 

Three aircraft are simulated — a Cessna 
182 class, a Learjet 25G class, and a World War I 
Sopwith Camel. Various entertainment sce- 
narios (crop dusting, formation flying, multi- 
player flight and a World War I simulation) 
provide endless hours of practice and chal- 
lenge. For example, within the Formation Fly- 




ing Option you get to choose from seven sub- 
scenarios: San Francisco Obstacle Course, 
Walls In the Sky, Bridges and Towers, Manhat- 
tan Tour, Chicago Night Flight, WWI Hanger 
Buzz and NAS North Island Carrier. In each 
case you attempt to fly formation on a lead 
plane that trails smoke so you can see the 
flight path. World War I Ace appears to be the 
same as the original Flight Simulator — a 
three-dimensional battle game that lets you 
test your flying skills in bombing runs and in 
dogfights against computer-controlled enemy 
planes. Shoot down five enemy fighters and 
you become an ace. 

Flying Flight Simulator 3.0 

The original Flight Simulator program, as 
already mentioned, was pretty boring and 
sluggish, and yet an effective training tool. It 
was not, however, very entertaining. The new 
Flight Simulator is positively addictive!! have^ 
spent many hours with 3.0 and still feel I have 
not much more than scratched the surface of 
the many features of this program. Several 
times I planned to spend just a few minutes to 
refresh myself on a particular point, and end- 
ed up spending an hour or more checking 
features I had not looked into previously! 

A description of "The Information Manual 
and Flight Handbook" should give you a clue 
that this is not a program to be approached 
casually. This beautifully printed 238-page 
manual includes a 23-page small-print de- 
tailed Index It is profusely illustrated with 
clear diagrams and charts. I would suggest 
that if you intend to get anything approaching 
the full value available from this program you 
should curl up with this manual for several 
hours before even approaching your comput- 
er with the program disks. 

You'll need to have at least one double- 



sided 5-1/4" disk drive and a graphics card — 
CGA, EGA, VGA or Hercules. The program is 
supplied on two 5-1/4" diskettes that are al- 
most completely full with a total of 134 files! I 
found no indication of the availability of 3.5" 
disks. However, the files are not protected, so 
backup copies can be made and the files can 
be copied to 3.5" microdiskettes. 

One of the files is a README.DOC files that, 
if you send it to your printer with COPY READ- 
ME.DOC PRN, prints four pages of information 
not found in the manual. 

A DEMO program is provided that takes 
about 25 minutes and then repeats although 
you can interrupt it anytime. It starts with a 
Cessna takeoff viewed from the control tower 
and the cockpit, then a day/dusk flight around 
Chicago. Next, the jet takes off from Oakland, 
flies over a bridge and then UNDER the Golden 
Gate Bridge. Next the demo shows a touch- 
and-go landing aboard an aircraft carrier fol- 
lowed by a flight over Manhattan and out to 
the Statue of Liberty. The demo ends with 
different cloud environments, as well as night 
flying under the stars. It's worth watching, 
since many of the features available in the 

program are shown. \ 

If you have a mouse or a joystick, you can 
control various functions with these rather 
than the keyboard. I did not try a mouse, but I 
tried three joysticks. The program goes 
through a calibration routine for joysticks 
which makes it far more tolerant than the 
original Flight Simulator. I found a CH Products 
FlightStick worked best. i 

Control response, screen updating and 
scrolling, and advanced features are all signifi- 
cant improvements over most of the flight 
simulator programs I've tested. This is really 
the Cadillac of the bunch but takes a lot of 
time and patience to get comfortable with. I'm 
still learning. | 



Name: Microsoft Flight Simulator 3.0 

Type: Aircraft Simulation 
Formats: IBM PC/XT/AT or Personal 

System/2 

Publisher: Microsoft Corporation 

Designer: Bruce A. Artwick 

Ages: 12 to adult 

Requirements: CGA f EGA,VGA or 

Hercules graphics 

# Players: One or two 

Price: $49.95 



Ability Level: 

Packaging: 

Documentation: 

Graphics: 

Realism: 

Payability: 

CP Rating: 



Beginner-Advanced 

Excellent (9) 

Excellent (9) 

Very Good (8.5) 

Very Good (7.5) 

Excellent (9) 



8.75 
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bTbHLTH K1GHTER 



-19 STEALTH FIGHTER will turn your PC into the hottest new 
lying machine on today's electronic battlefront. The graphics are 
hat vivid ... the animation that smooth ... and the feeling of flight 
that convincing. It's out of sight! 

But F-19 is no joy ride. Dramatic game play challenges you with 
a lifetime of action. Fight your way through hundreds of missions 
packed into the real-world regions of Libya, the Persian Gulf, the 
North Cape and Central Europe. 



Combat will dazzle you as never before. In heart-stopping 
dogfights, use TrakCam to lock onto enemy MiGs. Or engage 
TactiVue for an outside perspective that always keeps you 
and your target in sight. 

To be literally out of sight, learn the secrets of stealth flying — 

maintaining a low electromagnetic profile to evade enemy 

radar and mastering the tactics that only a stealth pilot dares 
to try. 
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For IBM PC/XT/AT/PS2/TANDY/compattblos Supports VGA 
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You're in Seoul, Korea sweating 
alongside the world's greatest athletes. 
Or the Canadian Rockies facing finely- 
tuned challengers who've waited a 
lifetime for a shot at the gold. 

You're geared up. You're set. 
You're playing The Games. 

SUMMER EDITION: 

Eight events that test your power, 
skill and guts. 

Relive the heart pounding 
excitement experienced by the 1988 
U.S. Olympic Team. 

Sprint down a 110 meter track, 
clearing hurdles in a fraction of a 
second. Or jam your pole in the plant- 
ing box and vault over a cross bar. 

Hold a handstand in the Rings 
competition, straining every muscle 
in your arms. Follow up with a perfect 
triple twist in the diving event. 

Then try for another medal or 
two in Sprint Cycling, HammerThrow, 
Uneven Parallel Bars or Archery. It's 
your chance to make history. 



The only 



games 
to earn an 
official 
licensefrom 
the 1988 US 




WINTER EDITION: 

Set world records without 
leaving home. 

Race down a snowy slope or 
jump off one. Ski a slalom or cross- 
country course. Speed skate, figure 
skate, cruise the luge at 95 mph. 
Then see what the judges think of 
your heroic efforts. 

To keep your pulse racing 
regardless of temperature, The 
Games feature exciting sound 
effects, dramatic camera angles, 
first person views and 3-D imagery. 

Plus the traditional pageantry 
colorful flags, opening, closing and 
awards ceremonies — staged in 
realistic settings. 

Take on the computer or your 
friends. (Up to eight can play, each 
representing a different country. ) 
And to make the action even more 
heated, play with an EPYX high 
performance joystick. 



You'll find that The Games will 
keep you in the mountains, in the 
Water and on the edge of your seat all 
year long. 



We 64/128. Apple II & Compatibles. 
h, IBM & Compatibles, Amiga. 

EPYX, Inc. AUTHORIZED 
(ANT TO 36 U.S.C, SECTION 380. 
s from Commodore and IBM. 
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The Deceptively Complex Simulator 



After spending about 20 hours trying to test 
out the many, many features and options of 
Microsoft's new Flight Simulator, I decided to 
next look at ACE, since it looked like it 
wouldn't be much of a challenge. I was wrong ! 

On the face of it, ACE seems simple enough. 
The cost is low (only $19.95, and I bought it at 
Egghead Software for only $14.99), and the 
documentation (they call it "Sealed Orders — 

For Your Eyes Only") consists of just two 
sides of printing on a small sheet of paper. The 
non-copy protected 5-1/4" diskette (no 3.5" 
microdiskette is offered) contains only six files 
that total less than 90K bytes of program and 
data, compared with the 134 files consuming 
717K for Flight Simulator — so how complex 
could ACE be? 

This is all deceptive. ACE is an arcade-type 
flight simulator that is addictive once you get 
past some annoying omissions in the docu- 
mentation. I found myself spending over six 
hours glued to the screen and joystick trying 
to shoot down enemy delta wing fighters to 
beat my previous score, and to refuel before 
going dry. Twice I spent at least 45 minutes 
chasing around the refueling tanker only to 
crash into it when when I finally got close 
enough to see it! 

The Scenario 

A huge enemy fleet has invaded the south- 
ern shore of the United States. Dozens of tanks 
and helicopter gunships are rolling over Tam- 
pa, Florida and through Atlanta, Georgia. 
Squadrons of enemy fighters are swarming 
through the air over South Carolina heading 
for Washington, D.C. You are the only remain- 
ing fighter pilot, and you have the last three 
ACE Mark 2.1 Multi-Role All-Weather All-Ter- 
rain (AWAT) combat aircraft. 

Your mission is to attack and destroy the 
numerically superior enemy air and ground 
forces. Only then can you attempt to destroy 
their nearly invincible Navy. The future of the 
free world hangs in the balance. Do you feel 
up to it? 

Flying ACE 

The program is easy to get going. Just boot 
up in DOS and type ACE and hit Enter. If you 
have separate Hercules and CCA boards, as I 
do, you first need to use MODE CO80 from 
your DOS disk to transfer to the CGA display. 
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The program presents a graphic screen im- 
mediately followed by program author credits 
and a copyright notice. At the bottom of the 
screen you'll see a graphic tank, helicopter, 
delta wing fighter, and warship, with scoring 
points for each. Although I tried all the game 
functions, I never saw a tank, helicopter, or 
ship during a game — but LOTS of delta wing 
fighters! 

The next screen offers a menu of options, 
including several not covered by the Sealed 
Orders. There are nine skill levels. I'd suggest 
you stay at #1 for quite awhile, unless you 
enjoy getting wiped out by enemy surface-to- 
air or air-to-air missiles. 

You can choose Summer, Night or Winter 
flights, which only change screen colors. If 
you have only a monochrome monitor with 



your CCA board, use Night. A DEMO mode is 
provided, but they don't tell you that ESCape 
gets you out of it. 

You can select joystick or keyboard, but 
there is no provision for calibrating the 
joystick you use. The Kraft joystick was stiff, 
but gave me the best control. The CH was 
okay, but I found a tendency to overcontrol 
with it. The generic joystick (which appears to 
be a converted Apple joystick) caused a crash 
on takeoff — even before adding power - 
unless the trimmers were set just right. 

Not documented, but on the screen menu, is 
a SOUND ON/OFF selection. You might find the 
sound annoying, but I liked it. The engine 
sound changes with thrust setting, and you can 
hear the cannons or missiles when they're fired. 
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The New Wave 
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The 
Rebellion's Over! 

Your Mission: 

Terminate the Rebels of Hollerith. 

Your Role: 

You are the latest in Cyborg 
Technology. 

You are ... a Cyber Cop 

& The Rebels 

are Ready for You. 

• Fast Action Arcade Adventure 

• Full Spectrum Color Animation 

• 3-D Spritable Characters 

• Life-Like Battle Environments 

• Plays in 3 Domains: 
Atmospheric • Geosphere • Aquatic 

• • Realistic Sound Effects 

• Quick Manual Response 

• Choice of Play Longevity 
vs. Higher Point Scores 

• For IBM PC/XT/AT Commodore 
64/128, Apple 2 + /E/C. On diskette. 
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COMING SOON! 



For Information, Write or Call: 

Pedersen Systems, Inc. 
2 N. Highview Ave. • Nanuet, NY 10954 

(914) 623-2245 



©1988 Pedersen Systems. Inc 






Read the Book Before You Fly 
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Once you've decided what options you 
want, another screen lets you select a weapon 
load for your mission: multi-role, air superi- 
ority, naval attack or ground attack. For exam- 
ple, you will only be able to use air-to-ship 
missiles if you select a naval attack. 

Finally, you are sitting on the runway looking 
through your windshield, with various read- 
ings on your "instrument panel". If you've 
chosen a Summer flight, the very readable 
instrument panel is a bright yellow, with blue 
lettering and red-bordered instruments. 

You have bar-gauges for thrust and fuel, and 
digital readouts for altitude, velocity and 
score. A compass, undercarriage (UC) indica- 
tor and five panels ar? provided. 

One panel is a "radar" display, which 1 
found virtually useless. Another panel shows a 
rear and side view of your aircraft to indicate 
your roll and pitch attitudes. Since the horizon 
is frequently not in view, these attitude indica- 



tors are essential to provide orientation during 
maneuvering. 

A panel is provided for messages, and another 
panel tells you what armament is active, and the 
rounds remaining. Last, and as useless as the 
radar display, is a rear-view camera panel. 

Ahead of you is a yellow runway with a red 
centerline, green grass, and a dark blue sky. 
You are heading east in the runway mode. You 
advance the thrust, carefully watching your 
velocity as you move forward down the run- 
way. When you exceed 150 (knots or mph?) 
you pull back to lift off the runway and quickly 
retract your wheels. If you pull up too soon, or 
exceed 280 knots with your wheels down, you 
crash and have to start again. 

Once airborne and above about 300 feet, a 
gunsight appears against the blue sky. Pretty 
soon enemy planes are swarming around you. 
You must press Enter to select your weapons. 
The cannons fire from your right wing planes 
into the target area, and the missiles fire from 



the left wing. There is a short time delay from 
firing until the shells or missiles reach the 
target, so you must fire before the target is in 
your sight. 

Your plane is extremely maneuverable, yet 
very stable, so acrobatics are a cinch. Shooting 
down enemy planes, even though the sky is 
swarming with them, takes practice. Your 
AWAT fighter is also very high performance. 
You can go up to 70,000 feet, and I got to a 
velocity of 1200 going straight down at full 
throttle. (I'm fearless!) 

The land is green, the sea is dark blue. Night 
flights use black instead of dark blue, and a 
Winter flight uses black, white, red and cyan. 
You are informed when in friendly or enemy 
territory, and given rendevous altitude and 
speed for refueling. A MAP function lets you 
see where you, enemy forces, allied bases and 
the refueling tanker are located within the 
battle zone. The rest is up to you! 

I liked ACE a lot once I got it figured out. If 
you get this program, keep this review, since 
much said here is not in the Sealed Orders! 



Name: ACE Air Combat Emulator 

Type: Fighter Simulator 
Formats: IBM PC/XT/ AT and 
Commodore 64/128 
ublisher: Spinnaker Software ((1KB 

Division) 

Designers:lan Martin/Nigel 

Stevens/Derek Baker 

Ages: 12 to adult 

quirements: CGA 9 256K RAM, 5-1/4 

360K drive 

# Players: One 

Price: $19.95 
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Ability Level: 

Packaging: 

Documentation: 

Graphics: 

Realism: 

Payability: 



Beginner-Advanced 

Average (6) 

Poor(2) 

Very Good (8) 

Very Good (7) 

Very Good (8) 



CP Rating: 6.76 
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Trust me! Don't waste your time trying to fly 
GUNSHIP by the seat of your pants. I'm not 
exactly a novice flyer, and had just reviewed 
the Tomahawk helicopter simulator, but I was 
thoroughly intimidated by all the things that 
came with the IBM PC version of GUNSHIP: 
two 5-1/4" diskettes and a 3-1/2" microdisket- 
te; an 80-page Operations Manual; an 8-page 
Technical Supplement (for the IBM); and a 
giant cardboard keyboard overlay! Not only 
that, but I had a 183-page book (available 
separately as TAB Book #3032) called "GUN- 
SHIP - 82 Challenging New Adventures", by 
David Prochnow. 

I spent at least three hours reading through 
this material (it's fascinating!) before even 
turning on the computer. GUNSHIP is so so- 
phisticated it's scary, and probably overkill for 
the average game player. This is like some 
adventure games; it will certainly take you 20 
or more hours to really get good at it. If you are 
willing to devote that kind of time to learning 
to fly GUNSHIP on realistic missions, you'll 
find it a continuing challenge to survive the 
simulated missions in the program and the 
TAB book. 

Both the Operations Manual and the TAB 
book were highly instructive about the 
AH-64A Apache attack helicopter on which 
GUNSHIP (and Tomahawk) are based. Both are 
liberally illustrated and I would recommend 
that any GUNSHIP owner go out and immedi- 
ately buy the TAB book, since the first 48 pages 
(Chapters 1-4) cover some things in more de- 
tail than the GUNSHIP Manual. The rest of the 
TAB book is devoted to 82 scenarios that take 
you into actual documented helicopter en- 
counters of the Korean and Vietnam wars 
which you "relive" with GUNSHIP. Added to 
the U.S. A, Southeast Asia, Central America, 
Middle East and Western Europe theaters in- 
cluded with GUNSHIP, you can have no end 
of battles and come out without a scratch, and 
maybe a bunch of medals. 

Getting Started 

It takes almost two minutes to get GUNSHIP 
airborne from startup using two floppy drives, 
although this could probably be speeded up if 
you load GUNSHIP onto a hard disk. The 
program disks are copy protected, but allow 
installing onto a hard disk. If you want to put 
the program back on the diskettes, there is a 
de-install program (which must be done be- 
fore installing on another hard disk.) 

There are a number of start-up and selection 
screens. First you answer Y or N to whether a 
joystick is being used, then you select the 
display (EGA, CGA, Tandy 1000, Hercules 
Monochrome). Next there's a MicroProse 
sign-on screen, then a beautiful GUNSHIP 
graphic, then a screen crediting Andy Hollis 
and the names of the other team members that 




Your extraordinarily heroic work or 
this Mission was noticed. You recei 
America's second highest award. : 

The Distinguished Service Cross. 



on 
eive 



produced GUNSHIP. This takes over a minute. 
But that's not all. Now you are supposed to 
correctly identify (from 20 choics) a randomly 
selected graphic that appears on the screen, 
based on the images shown on pages 54-68 of 
the Operations Manual. To answer you must 
move an arrow image to a selection box with 
either the joystick or keyboard cursor keys, 
and then press a fire button or Enter. This 
appears to have no purpose other than to see 
if you can figure out how to move the arrow, 
which you need to do on all the following 
selection screens. 

If you answer this "quiz" correctly, the next 
screen shows a pilot roster (with high scores 



and medals earned), then a screen showing 
the pilot, current duty assignment, flying 
style, and reality levels, any of which can be 
changed with the arrow and additional selet - 
tion screens. Next you have a briefing screen, 
possibly with a password and a countersign 
you need to look up in the Manual. This can be 
a day or night mission — you have nochoic .• 
But you're not finished yet! You may also go 
through a very detailed sector map, ,m intel- 
ligence report, and even a sick call, l>H< >re you 
get to the weapons selection screen. Hm you 
get to choose the type and number ot we.ip 
ons, including cannon, rockets and two typos 
of missiles. ^q 
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With our new software, your favorite arcade games comealive 

on your home computer. 
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If you own an IBM, Amiga or Commodore 
computer - Watch out! Because 4 of Konami's 
most awesome adventures are about to invade. 

You'll confront the missions you've dreamed 
of in Rush 'N Attack, Contra, Jackal and Boot 
Camp. And you'll find yourself face to face 
against unequaled challenges, with incredible 
graphics, awesome music, and sound effects 
that'll blow you away. 

So check out Konami's newest action 
wherever great software is sold. And be 
prepared for war. 
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YOU'LL FIND 
KONAMI GAMES IN 
THESE STRATEGIC 
LOCATIONS. 



BABBAGES 



CHILD WORLD AND 
CHILDREN'S PALACE 



ELECTRONICS BOUTIQUE 



FEDCO STORES 



LIONEL Kl 



• ■ 



IE CITY, 



LIONEL PLAYWORLD AND 
LIONEL TOY WAREHOUSE 



TOYS "R" US 



WAREHOUSE 
ENTERTAINMENT 



ZAYRE 

(Boston and Washington D.C. Area Stores Only) 



Attention Dealers: 

For further information on Konami's line 
of computer games, call customer service 
at (312) 595-1443. 




KONAMI 

Only Rush 'N Attack and Contra will be available 
for Amiga in 1 988. © 1 988, Konami Inc. 
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ARIZONA 

MESA 

Compute or Play 
1000 Fiesta Mall 

CAUFORNIA 

BAKERSFIELD 
Software Etc. 
2701 Ming Ave. 
V Plaza 

CHUIA VISTA 
R & R Software 
1048 3rd Ave. 
(619)426-7011 

CITY OF INDUSTRY 
Software Etc. 
Pomona Hwy at Azusa 

FOSTER CITY 
Home Computing 

Center 
1 125 E.Hillsdale Blvd. 

#103 

SAN DIEGO 
Computer Outlet 
7940 Silverton Ave. 
(619)740-0113 

SANTE FE SPRINGS 
Fedco 

9300 Same fe 

Springs Rd. 

{213)946-2511 

SUNNYVALE 
HT Electronics 
346 W Maude 
(408) 737^)900 

TORRANCE 
The warehouse 
19701 Hamilton Ave. 
(213)538-2314 

CONNECTICUT 

QAR1EN 

Waiden Software 
800 tost Road 

NEW BRITAIN 

Romek Home Computer 

432 W Main St 

FLORIDA 

GAINESVILLE 
Florida Bookstore 
1614 W University 
(904)376-5606 

LAUDERDALE LAKES 
Software City 

3700 W Oakland Park 
Blvd. 

(305)735-6700 
PANAMA CITY 

Gulf Coast 

Computers 
674 W 23rd St 

PLANTATION 
Software Software 
612 Broward Mall 
(305)476-0595 

WEST PALM BEACH 
Computers 4 Rent 
2695 N Military Trail 
(407)471-1976 

ILLINOIS 
AURORA 

Micro- Tech Solutions 
99 1 A Aurora Ave. 
(312)892-3551 

CANTON 
Blessman's Inc. 
1 75 S. Main 

CHICAGO 
Software Plus 
6212 N. Western Ave. 
(3 1 2J 338-6100 

DANVILLE 
Data Center 
108 N Vermilion 

HANOVER PARK 
Software Plus West 
2001 Irving Park 

(312)83*6900 

LOVES PARK 
Union Hall Inc. 
6321 N. 2nd St. 

SPRINGFIELD 

lllini Software Center 

2036 S. McArthur 

WHEEUNG 
Software Plus 
731 W Dundee Rd. 
(312)520-1717 

INDIANA 

PIAINFIELD 
Simply Software 
311 Gordon Dr. 

KENTUCKY 

LEXINGTON 
Computer Dimensions 
171 WLowry in. 

LOUISIANA 

SHREVEPORT 
Discount Computer 

Software 
544 E. King's Hwy 



MAINE 

BEUAST 
Skylight Software 
22 Miller St 
(207)338-1410 

CARABOO 
Mementos 
86 Sweden St. 
(207)498-3711 

WESTBROOK 
Hands On Computers 
861 Main St 
(207)854-1155 

MASSACHUSETTS 

PITTSFIELD 
Nichols Electronics 
274WahconahSt 
(413)443-2568 

WELLESLY 
Memory Location 
396 Washington St. 
(617)237-6846 

WORCESTER 
The Software Shop 
84 Pleasant St. 
(617)791-5905 

MICHIGAN 

ClAWSON 
Software Trends 
230 S. Main St 

CUO 

The Edge Connector 

124 North Mill 

(313)686-1070 

aiNT 

I/O Software 

G-3304A Corunna Rd. 

GARDEN CITY 
^oft-House Computer 
Center 

3264 7 Ford Rd. 
(313)522-3015 

TRAVERSE CITY 
The Software Shop 
710 Centre St 

MISSOURI 

CAPE GIRARDEAU 
Midwest Computers 
203 West Park Mall 
(314)339-0022 



NEW JERSEY 

BRIDGEWATER 

Software Etc. 

400 Commons Way 

WAYNE 
Software Etc. 
Willowbrook Mall 

NEW MEXICO 

ALBUQUERQUE 

Page One 

1 1200 Montgomery 

N.E. 
(505)294-2026 

NEW YORK 

ALBANY 
Computer Cellar 
911 Central Ave. 
(518)482-1462 

BAY SHORE 
Software Etc. 
1701 Sunrise Hwy 

CHEEKTOWAGA 
Papa's Computerware 
2789 Union St. 
(716)684-7272 

FLUSHING 
Software Etc. 
39-01 Main St. 

HIGHLAND FALLS 
Software Affair 
188 Main St 
(914)446-4121 

HOLBROOK 
Great Escapes 
5801 Sunrise Hwy. 

KENMORE 
Software Supermarket 
3670 Delaware Ave. 
(716)873-5321 

LATHAM 
Contemporary 
Computers 
893 Loudan Rd. 
(518)783-1088 

NEW YORK CITY 
J&R Music World 
23 Park Row 
(212)732-8600 

Leigh's Computer 
1475 Third Ave. 
(212)879hS257 

RIDGEWOOD 

Quo Vfedis 

70-20 Fresh Pond Rd. 



ROCHESTER 
Leon's Computer Mart 
103 Clinton Ave. 
(7I6J 325-2787 

SCOTIA 
Select Software 
108 Mohawk Ave. 
(518)382-7886 

OHIO 

DAYTON 

Microtyne 

4049 Marshall Rd. 



FAIRFIELD 
Microware Magic 
6625 Dixie Hwy. 
513)874-6560 



MEDINA 
Ram-Run Computer 

Products 
891 N. Court 
(216)263-4428 

PENNSYLVANIA 

WEST REDDING 
English's Computers 
608 Pern Ave. 

RHODE ISLAND 

WARWICK 
Software Connection 
101 WNatickRd. 

WOONSOCKET 
Galaxy Computers 
332 River St. 

TEXAS 

BEAUMONT 
Software Rental 
2855 Eastex 
Freeway #D 

FORT WORTH 
Wedgewood Software 
5312Wbodway 
(817)292-)353 

HOUSTON 
Floppy Wizard 
271 Memorial 
(713)461-8660 

SAN ANTONIO 
Computer Experience 
5525 Blanco 
(512)340-2901 

UTAH 

SALT LAKE CITY 
Armadillo Brothers 
3330 S. State 
(801)484-2791 

VIRGINIA 

MARTINSBURG 
My Software Heaven 
Meadowlane Plaza 

Box 2 
(304)263-1228 

WOODBRIDGE 
Virginia Micro 

Systems 
1 3646 Jefferson 

Davis Hwy 
(703)491-6502 

WASHINGTON 

LONGVIEW 
Software Depot 
13l0Oceanbeach 
Hwy 

LYNWOOD 
Family Computers 
3333 184th St. S.W 
(206) 775-3530 

PACOMA 
Nibbles & Bytes 
4020 S.Steele St. U 105 

SEATTLE 

Omni International 

Trading Post 
3826 Wt>odland Park 

Ave.N. 
(206) 54 7-6664 

VANCOUVER 
Software Support Int. 
2700NE.Andreison 
D13 

WISCONSIN 

JANESVILLE 
Romeyn Software 
2100 E.Milwaukee 

MILWAUKEE 
Computer Software 

Center 
10710 W Oklahoma 

Ave. 

RACINE 

Computer Paradise 
4901 Washington 
Ave. 
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All these screens are intended to add to the 
realism and versatility of missions, but they 
take time to go through. Incidentally, if you 
"fail" the identification quiz mentioned earlier, 
you are automatically assigned to training in 
the U.S.A., with no options. 

Flying GUNSHIP 

Finally, after all this briefing, you get a great 
view from the cockpit. The instrument panel is 
very detailed, with 48 (count 'em - 48!) differ- 
ent indicators, dials, gauges, warning lights, 
digital readouts, and CRT display; and this 
doesn't count the crosshairs and target gun- 



40 



sight when you're airborne! You need to know 
what most of these indicate or you're a dead 
duck. That's part of why you should spend a 
good period of time with the Manual before 
flying CUNSHIP. 

The other reason you'll have to read up on 
flying GUNSHIP is that it has some peculiar 
flight characteristics, and they are different 
from Tomahawk (which also simulates the 
AH-64A Apache.) I don't have the space to go 
into details, but the flying technique is easier 
in some respects than Tomahawk, more diffi- 
cult in others. It takes getting used to. All 
controls are very responsive and sensitive, but 
turns and pitch are very limited. I found I 



could not drop the nose sufficiently to aim at 
some targets as they got close. This makes 
CUNSHIP far less likely to crash, but limited in 
target destruction. 

I found myself flying GUNSHIP without 
much difficulty, perhaps because of some ex- 
perience with Tomahawk. I was able to make 
safe landings and find my way around the 
mission area quite nicely. The first training 
flight I took ran 34 minutes, and was followed 
by a bunch of information and selection 
screens before I could fly again. On my third 
flight I accomplished the complete mission, 
landed at home base safely and was promoted 
from Sergeant to Warrant Officer. Of course, it 
was a U.S.A. practice mission, with only 
"blanks" being fired at me! 

GUNSHIP graphics are absolutely outstand- 
ing. All objects are shown solid (not frames, 
like Tomahawk), and the graphic movement is 
very smooth. The sound is good and appropri- 
ate, and can be defeated if you want to prac- 
tice in silence. The color choices are excellent, 
and can be varied with the C keyboard key. I 
tried three joysticks with GUNSHIP and they 
all worked fine, but with different amounts of 
stick control sensitivity. A calibration is per- 
formed automatically with the stick centered. 

About the only real fault I found with GUN- 
SHIP (besides the many before-and-after 
flight screens) was the reduced payability due 
to the complexity of the program; too many 
choices and too many things happening at 
once. I believe that after about 20 hours of 
practice with this program you could become 
very proficient and it could become your favor- 
ite flying program. There is certainly endless 
variety provided. However, for the casual user, 
it's too complex. 

Name: GUNSHIP 
(Trademark of MicroProse Software, 

Inc.) 

Type: Helicopter Simulator 

Formats: IBM PC/XT/AT; Commodore 

64/128; Atari ST 

Publisher: MicroProse Software, Inc. 

Project Leader: Andy Hollis 

Ages: 15 to adult 

Requirements: CGA/EGA/Hercules, 

256K RAM, 5-1/4" or 3-1/2' disk drive 

# Players: One 

Prices: IBM or Atari:$54.95; 

Commodore: $39.95 

Ability Level: Intermediate-Advanced 
- Packaging: Very Good (8) 

Documentation: Excellent (9) 

Graphics: Excellent (9) 

Realism: Very Good (8) 

Payability: Very Good (7) 

CP Rating: 7.48 

Circle Reader Service Number 1 7. 





I only play one 
way— all out. That's 
because real baseball 
is tough, gutsy and 
aggressive. And you 
don't win ball games 
unless you're willing 
to play faster, harder 
and better than every- 
one else. ■■ 

PETE ROSE 

Baseball's All-Time Leading Hitter 



Faster than Earl Weaver 
Baseball 1 " Harder than 
Hardball!™ Here's your 
game — Pete Rose Pennant 
Fever. Now you can play 
every position and catch all 
the action from eight different 
field-level views! 

Hear the crack of the bat, 
the roar of the crowd, all the 
umpire calls. Digitized voice 
and sound plus the hottest 
graphics bring you baseball 
that's better than all the rest. 
Because Charlie Hustle won't 
accept anything less. 




Take complete charge of all pitching and hitting 
with pop-up option windows. 



YOU'RE ON THE FIELD 

Pick your heat from 23 pitches. 
Gauge your throw and gun 
down the runner. Steal second 
in a cloud of dust. Five differ- 
ent batting options give you all 
the power of Pete. 





Judge the tly, scoop hot grounders, chase down 

drives at the wall. 



YOU'RE IN THE DUGOUT 

Set a blistering batting order 
and pitching rotation. Bring in 
relievers, pinch-hitters and 
pinch-runners. Call for the steal 
or hit-and-run. 





For IBM.'- Tandy" and 100% Compatibles. 512K RAM and Graphics Adapter Required Not Copy Protected. 

c£ W J? °!L DE p : Visit V° u ' re ' a |; e ' °' "" 800-227-6900 tor Wsa/MasterCard orders Direct price is S39 95 tor the IBM/Tandy version and 
W4.95 tor the Commodore 64/128 version. A shipping and handling charge of $4 50 applies to all direct orders Sales tax will be added to 
orders in California and Texas. 



It's spikes first when you gotta have the bag 
tell 'em Charlie sent ya. 



YOU'RE IN THE FRONT OFFICE 

As GM, you've got 10 seasons 
to build a dynasty. Draft red- 
hot rookies and buy expensive 
free agents. One or two player 
action give you all the realism 
of the championship chase. 



PETE ROSE PENNANT FEVER. 
BASEBALL AT ITS BEST. 





e/msm* 




Computer Play 



c*d va/ l an °l Tu n l?T'L^ m l , l may va,y de P endin « on computer system Gamestar and Pete Rose Pennant Fever are trademarks of Gamestar 

Earl Weaver Baseball. Hardball'. IBM. and Tandy are trademarks ol Electronic Arts. Aoolade, Inc . international Busmess Machines Corp.. and Tandy Corp . respecuvety 
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Fly the Apache to the Attack 



It has taken me many hours over a three-day 
period to begin this written report on 
Tomahawk — because I couldn't stop playing 
with it! My hat is off to the designer and 
programmer of Tomahawk for making it so 
challenging, yet satisfying. 

Read the instructions carefully, practice the 
new flying techniques needed, and after the 
inevitable crashes you'll find yourself improv- 
ing enough to shoot down enemy copters (and 
other targets) and even make a safe landing at 
home base. Not easy, but possible. 

This review is of the IBM version of 
Tomahawk, probably the least effective ver- 
sion, and yet is was excellent. The IBM version 
of Tomahawk supports both EGA and CGA, 
seems very friendly to all the joysticks I tried, 
and comes on both 5-1/4" and 3-1/2" not-copy- 
protected diskettes. 

Tomahawk Features 

It seems nothing has been left out of this 
program. You can fly any of four missions, day 
or night, with or without clouds at five differ- 
ent heights, and with or without crosswinds 
and turbulence. Levels of difficulty (and dan- 
ger of being shot down) are Trainee, Squadron 
Leader, Instructor or Ace. Sound (which I 
found very good) can be on or off. Keyboard or 
joystick control is permitted. Your weapons 
consist of a 30mm cannon with 1200 rounds, 38 
unguided rockets and 8 laser-guided auto- 
tracking missiles. You carry enough fuel for 
over an hour in the air, depending on use. 

A map (available anytime) covers an area of 
100 by 200 miles. The map shows your helicop- 
ter, enemy helicopters, eight homing beacons 
and mountains. If you fly out of this area, your 
Tomahawk "wraps around" the screen. In 
other words, if you fly off the top of the map, 
you reappear at the bottom, and similarly for 

left and right sides. 

Only one view is available — through the 
windshield. The daytime 3D magenta terrain 
you fly over features black buildings, landing 
pads, transmission pylons, trees, mountains, 
enemy tanks, field guns, and helicopters, all of 
which you can crash into if you're not careful. 
The sky is cyan. At night the sky and ground 
are black, with magenta targets and ground 
features. When you're in or above clouds, the 
view through the windshield is totally white. 
Only line graphics are used, not solid. For 
example, a mountain looks like a big pyramid 
with four wide legs. I found this out by trying 
to fly through what I thought was a big tower 
but suddenly my windshield shattered and the 
program informed me I had flown into a moun- 
tain ! After that I learned to maneuver between 
trees and mountains, although it's obviously 
much easier to just fly over them. ^ 
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GUNSHIP simulates the U.S. Army s AII-64A Apache allack helicopter — a devastating, high-speed, iree-skimming, 
armored warrior. It's the most sophisticated chopper on today's electronic batik-front 

And MicroProsc makes it real! 



But don't just take our word for it. Ask around — it won't be hard to find one of our 300,000 enthusiastic GUNSI III 
pilots. Do some research — GUNSHIP is receiving rave reviews in the computer press. Here's a head start! 

^^m "... magnificent and entertaining game ..." 

(Computet Shopper. March 1 988) 

"... setting new standards for all the helicopter simulations ... " 

(COMPUTE! \S PC Magazine, May 1 9X8) 

... Guns hip is a pulse-pounding experience ..." 

j.pr^AT^in-AK.nv, „_...:u,.. HxiLL (Family Computing, June 19X7) 






or IBM-PC/XT/AT/PS2/TANDY/compatiblcs,C-64 and Atari 
IT. PC version supports EGA, CGA and Hercules graphics. 



an"t find GUNSHIP? Call (301) 77 1- 1 1 51, weekdays Ham to 5pm EST 

id order by MCWISA: or mad check/money order for 554.95 for IBM- 

(p/Tandy (specify disk size) and Atari ST versions. $39#5 for C-ft4 

fersion. U.S. funds only. MD residents add 5% sales tax. Free shipping in 

p.; $5.00 international. Allow 1-3 weeks for U.S. delivery. 
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180 Lakefroni Drive. Hunt Valley. MD 21030 (301 » r7M1|l 



Computer Play 
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Documentation 

Don't even think about flying Tomahawk 
until you've thoroughly read the excellent "Pi- 
lot's Handbook" and the 4-page "Quick-Refer- 
ence Guide For IBM Computers." The 
Handbook only covers the instructions for the 
Atari and Commodore versions, and many 
things are different on the IBM. 

An indication of the complexity of 
Tomahawk is that the specific instructions for 
getting off the ground and flying Tomahawk 
start on Page 11 of the 17-page Handbook. 
You'll find yourself referring to the Handbook 
a lot until you get used to the program, then 
very little. In other words, you'll need to go 
through a few read/practice cycles — but it's 
worth it. When you start understanding how 
to control Tomahawk you'll have a real blast 
with it. 

Flying Tomahawk 

Your Tomahawk comes with a sharp, clear, 
complete instrument panel that even allows 
you to fly "blind" if you're in the clouds. 
Between the panel and the map you can tell 
where you are, where you're going, where 
your targets are, your speed, altitude, roll and 
pitch attitude, armament status and a host of 
other information. This is probably the most 
readable and informative instrument panel of 
any of the simulators I've tested so far. 

I've never piloted a helicopter. I've flown in 
them, but never really paid any attention to the 
controls. I had always heard helicopters were 



mean machines to fly, and now I know why. 

In a fixed-wing aircraft you have a joystick 
for both pitch and roll, rudders for nose direc- 
tion and balanced flight in a turn, and a throt- 
tle to control the engine. A helicopter has 
different controls. There is a throttle for engine 
power, a collective control for main rotor pitch 
(thrust), a cyclic control for tilting the main 
rotor plane (for flight direction), and a rudder 
to adjust tail rotor pitch (for nose direction). 
Each of these interact with the other, so the 

pilot is pretty busy. 

Tomahawk simulates the U.S. Army's AH-64A 
Apache Advanced Attack Helicopter. To simplify 
handling, Tomahawk adjusts some control func- 
tions automatically, so you are not quite as busy 
as flying the real thing, but you still have to be 
mighty careful to keep from crashing. 

Once you set the throttle and collective set- 
tings with the keyboard, you control direction 
and speed with the joystick (or cursor keys). Tilt 
forward and you pitch down and increase 
speed. Tilt back and you pitch up and decrease 
speed, and you can even go backwards. Tilt left 
or right to turn. But watch your vertical motion, 
which is controlled by both the joystick and the 
keyboard collective keys (and, to some extent, 
the keyboard throttle keys.) 

Two very important instrument readings are 
horizontal and vertical speed. These change 
color, with blue for forward and up, and white 
for backward and down. You must watch these 
very carefully or you will certainly crash. With 
a little practice you'll be able to hover. With 
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more practice you'll be able to land safely (no 
more than a vertical speed of 12 feet per min- 
ute, maximum of 60 mph forward speed, with- 
in a friendly landing pad area) and will 
immediately be refueled and rearmed. Land- 
ing safely in windy and turbulent weather takes 
a LOT of practice! 

The program is very realistic in many ways. 
Night flying is a bit more challenging than 
daytime, and you'll need to watch your instru- 
ments more than in clear weather. When in the 
clouds you are totally on instruments. You'll 
also find yourself checking the map fre- 
quently, but don't dwell too long, since your 
flight is not paused. I flew into some trees 

while looking at the map! 

The program was very tolerant of different 
joysticks, even though a calibration command 
(pressing the J keyboard key) didn't seem to 
do anything. All the joysticks were very sensi- 
tive, and some users not used to a joystick 
might be more comfortable with the keyboard 
cursor keys, which worked very well. 

The instrument panel includes a very effec- 
tive targeting radar, range counter, and a 
means of selecting different targets. Finding 
and destroying targets takes some practice, 
especially when some of your instruments are 
destroyed by enemy fire. As you get within 
about 3000 feet of a target it starts growing in 
size, and at 1000 feet is fully defined. 

Tomahawk is an absolutely terrific program 
if you'll take a few hours of intense practice to 
overcome the initial confusion. 




Name: Tomahawk 
(Trademark of Digital Integration Ltd.) 

Type: Helicopter Simulator 

Formats: IBM PC/XT/AT; Commodore 

64/128; Apple; Atari 8-btt 

Publisher: Datasoft 

Distributed by: Electronic Arts 

Designers:Dave Marshall 

& Marcus Goodey 

Ages: 10 to adult 

Requirements: CGA/EGA, 256K RAM, 

5-1/4" or 3-1/2' disk drive 

# Players: One 

Prices: $39.95 for IBM and Apple Ilgs 

versions; 
$29.95 for Commodore, other Apple 11 
and Atari 8-bit 






Ability Level: 

Packaging: 

Documentation: 

Graphics: 

Realism: 

Payability: 

CP Rating: 



Beginner-Advanced 

Average (5) 

Very Good (7) 

Very Good (8) 

Excellent (9) 

Excellent (9) 

8.11 
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Computer Play 



Fight it Out in a Jet 



JET puts you at the controls of either an Air 
Force F-16 Fighting Falcon or a Navy carrier- 
based F-18 Hornet. Both of these fighter air- 
craft provide fast, accurate, high performance 
response to your control input. If you like 
arcade-type action, you'll love JET. 

You can fly in a non-combat free-flight mode 
to practice aerobatics and view scenery from 
all over the world. For hair-raising action and a 
real challenge to your flight and judgment 
skills, you can get into aerial dogfights with 
Russian MiG-21 and MiC-23 fighters using 
your 20mm cannon and Sidewinder or Spar- 
row air-to-air missiles. If you want to go after 
ground and sea targets, you can arm yourself 
with Maverick air-to-ground missiles or 
"smart" bombs. 

Both aircraft simulations use a full-screen 
Heads Up Display (HUD) for monitoring in- 
strument readings. The left side is a vertical 
bar showing speed, with a vertical bar on the 
right side showing altitude. Miscellaneous 
readings and status conditions are shown along 
a single line at the bottom of the display. The rest 
of the screen is your view — front, back, left, 
right or up. Oddly, there is no view down unless 
you roll on your back and look up! 

Although you normally view the outside 



world from the cockpit, JET also allows you, 
at any time, to look at your plane as if you 
were in the control tower or on the carrier 
bridge! Furthermore, you can zoom in closer 
for a better look, just as if you had powerful 
zoom binoculars. This feature can be used 
for practice by radio-controlled model air- 
plane hobbyists, since the plane image re- 
sponds as you operate the controls exactly as 
if you were flying by remote control. 

Standard equipment also includes radar, an 
automatic on-board target tracking/sequencing 
computer, and a fully functioning ejection seat. 

Version 2.0 

JET has its roots with the release in 1979 of 
the original Flight Simulator. Written by Bruce 
Artwick of subLOCIC, Flight Simulator was a 

big hit. Although the Cessna aircraft was slow 
and sluggish, and not very exciting , it was a 
great training tool for flight and cross-country 
navigation, and even instrument flying practice. 
No guns, no combat, no real action. The most 
excitement was trying to make a decent landing. 
Artwick followed with Flight Simulator II 
(now available from subLOGIC for Apple II, 
Commodore 64/128, Atari 800/XL/XE, Atari ST 
and Amiga, with only the IBM version dis- 



tributed by Microsoft), and the new Microsoft 
IBM Flight Simulator Version 3.0. 

Many Flight Simulator users, however, want- 
ed more action. Why not simulate a fighter 
aircraft, with dogfights and target strikes? Art- 
wick and Charles Guy responded to these 
requests by releasing the original JET in late 
1985, sold by subLOGIC for the IBM PC, Apple 
II and Commodore 64/128. This has now been 
updated for the IBM PC to Version 2.0, with H. 
Feugen also credited. 

The original version was pretty powerful, 
but Version 2.0 has added a lot of features. For 
one thing, copy protection has been removed, 
so all files may now be loaded onto a hard 
disk. JET now runs with many other programs 
or drivers loaded, and even works with the 
IBM PS/2 micro channel computers. 

EGA displays and a mouse are supported. 
Zoom capability has been significantly in- 
creased. New menus are more readable and 
consistent and there are more selections. A 
great feature is a continuously repeating dem- 
onstration program. 

Documentation 

I always like to read through the documen- 
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Entertainment Software 

. . . "Flight Simulator 2 of the sailing world. . . " 

Computer Gaming World Magazine 



SAILING SIMULATOR STARTER 

SET... $49.95 INCLUDES: 

4 SAILBOATS, CHESAPEAKE 

CHALLENGE & MASTER DISK 



BOATING SIMULATOR STARTER 

SET... $49.95 INCLUDES: 

4 POWERBOATS, CHESAPEAKE 

CHALLENGE & MASTER DISK 



ADD TO YOUR COLLECTION 
SIMULATOR VOYAGE 

DISKS. ..$24.95 each 

- San Francisco Sailabout 

- New England Excursion 

- Florida Fantasy 

- Chicago Crossing 

- Long Island Liberty 

- California Cruising 

- Vancouver Vacation 

CATALOGUE AVAILABLE 
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SPACE STATION 
CONSTRUCTION SIMULATOR 
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COMPUTER ENTERTAINERS 

DESIGNER OF THE YEAH 

AWARD OF EXCELLENCE 



CONSUMER ELECTRONICS SHOW 

SOFTWARE SHOWCASE 

AWARD OF MERIT 
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Educational 

Software 

Sailing Instructor Series 
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'Realistic new series of sailing simulation ..." 

Omni Magazine 

Eight Lesson Modules available at $44.95 each. MASTER SYSTEM $24.95 
(REQUIRED one time) BASIC SAILING, SAILING THEORY, RULES OF THE 
ROAD. NAVIGATION. RACING TECHNIQUES. ^_ 

CRUISING TECHNIQUES. PASSAGEMAKING, _-^^S- 

HEAVY WEATHER SAILING -~=^ ~^^- 



COMPLETE SAILING LIBRARY Includes 
Master & All Eight Lesson Modules. $289.69 



CRITICS' CHOICE! 

" * * * * (highest rating) . . .This is one of those programs 
that is so rich in layers ol gaming' that it is impossible to truly 
do it justice." 

Computer Entertainer 

"Space M + A + X is a remarkable and fascinating simula- 
tion... deserving of greater recognition than even this 
review can give it." 

Computer Gaming World 

" * * # * (highest rating) . . Challenging? Are you kidding? 
We ran out ofmoney before our station was fully completed 
every time. We recommend this program.. " 

Family Computing 

THE SIMULATION IS COMPUTER GENERATED. . . 
THE CHALLENGE IS REAL! 

At your computerftofrwaro dealer. Call Toll-Freo 800-992-1 125. Ext. 
i tor drrect orders or for further mformaiKMi. In CA call 818-996- 
0431 Not copy-protected S59 95 (€39 95) Available in both 5 25- 
inch and 35-lnch IBM formats. Add S4 (C2) tor shipping and han- 
dling. CA residents add sales tax. M-day "satisfaction or your 
money back" guarantee. Allow throe weeks for delivery. 




TO ORDER: Contact your favorite Marine 
or Software Dealer or call 1-800-367-3622. 



Dolphin 

^^^ MarineSyslems.lnc. 
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IBM PS/2 

IBM PC. PC XT. PC AT. PCjr 

192 KB RAM. IBM PC DOS 2 1 (or later) 

One dou bio ■ sided dtsk drive 

Color graphics adaptor 7100% IBM-comp.) 

(Ooubfo disk system. RGB monitor. 

toystick and printer recommended) 



FIKAL * ROW t if fi $Of'WA*f 



USA 18307 Buftunk 8lvd , Sinte 108 

Tarun«. CA 9t3S6 USA (* 81 8-996-043 1| 

Europe. cA> Micro O^sc Duplications LM 
Unit 3* Ofd Coaiyard Farm 
Nonwoac" G»os GL54 3EP 
England (»045i-60770) 
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__ ^ f wroyghtbyKaur; 

Warlord of the East wind. Ka'imen has stolen the Orb of Celestial Harmony frotri Moebius 
the Windwalker and has replaced the Holy Keepers' of Moebius' shrines with his own evil 



monks. We implore you, 0' disciple, to recover the Orb and restore pesceto our king 
dom. Only your mastery of the martial arts and your devotion to the oneirue 
path of Moebius will av&l you in this quest 

"' ' .'* 
Featuring animated martial arts combat and three dimensional 

landscapes, Moebius takes you into a world of mysticism and 

magic, unlike any fantasy role-playing game you've ever 



seen before. 



To get your copy ol Moebius, either (1) visit your local retailer, 

(2) call 1-800-999-4939 8am to 5pm EST to order by VISA/ 

MC. or (3) mail check (U.S. $) or VISA/MC #, cardholder 

name and exp. date to Origin, 136 Harvey Rd., Bldg. B, 

Londonderry, NH 03053. All versions $39:95 plus $2.50 

shipping /handling. Albw 1-2 weeks for delivery 



IBM screens shown. 



Try it! Demo disks of Moebius are now 
available for IBM, Macintosh, and Amiga(3.5"). 
Send $2.50 to Origin for yours and credit it towards a 
direct-order purchase. 
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You could share in 
prizes worth $200,000 by 
playing the latest multi-player 
multi-format PC game from Australia. 

Use the 5 free entry forms 
included with every Aussie JOKER 
POKER game or send for free entry 
forms. 

At the end of each month 
December 1988 through April 1989 four 
finalists and 240 winners of other JOKER 
SOFTWARE games will be randomly drawn 
from all entries received that month. 

The 20 finalists will be flown to Las 
Vegas to play Aussie JOKER POKER in the 
Golden Nugget casino. 

Highest scorers in each of four semi- 
finals will compete in a Grand Final with a 
first prize of $100,000 in cash. 

1,220 Prizes Value $200,000 

1,200 Joker PC software games 
at $29.95 to $49.95 dependent 
on disk format. Game prizes 
at sole discretion of sponsor. 

Cash Prizes for 
Aussie JOKER POKER 
Contest Grand Final: 

Highest Scorer: 

Second Highest Scorer: 

Third Highest Scorer: 

Lowest Scorer: 

16 Consolation Prizes of $1,000 
each to eliminated Finalists 



$60,000 



$100,000 
$5,000 
$2,500 
$1,500 



AMIGA™ 

Aussie JOKER POKER is 
available for SIX major PC's 

If your PC has a mouse or keyboard, a mono 
or color monitor and a 512K minimum ram 
(except Apple II and C64/128 use 64K and 
keyboard only) you and your family can 
practise at home for the Las Vegas final of 
the Aussie JOKER POKER contest. 



Prize includes air travel lor Finalists and their guests 

from the majoc airport to Las Vegas with two days and 

two nights accommodation at the Golden Nugget $15,000 

(appro* retail value 5750 each subject to departure points) 

All taxes and other expenses not specified 
herein arc sole responsibility ot winners. 
All winners will be notified in writing. 



Suggested retail prices: 

IBM & compatibles 
(CGA Board required) 
Amiga & Atari ST 

$16,000 Macintosh (mono only) 
Apple II 
C64/128 



$39.95 
$49.95 
$49.95 
$39.95 
$29.95 



I* ordering by telephone add $3 shipping & handling and check thai 
your PC meets the minimum hardware requirements as no cash 
refunds apply Warranty Is limited to free replacement of faulty 
products returned by prepaid post 





Aussie JOKER POKER Contest Rules 

1. No purchase necessary to enter. 

2. Void where prohibited by state or federal law. 

3. To enter, simply complete and return the the official 
entry form. 

4. Limit five entries per family of household. Five free 
entry forms and full contest riles are included with 
"Aussie Joker Poker" or mayfce obtained by sending 
a stamped self-addressed envelope larger than 

5V2" x 7V2" with a hand written request to: Aussie 
Joker Poker Contest Entry Forms, P.O. Box 22381, 
Gilroy, CA 95021-2381. Mail-in requests limited to 
one per name, household or family and must be 
received no later than 3/31/89. WA & VT residents 
need not include return postage. Full rules also 
available from participating Mindscape retailers 

5. Monthly entries must be received no later than the 
last day of the month in which a drawing will take 
place in order to participate in the month's drawing. 
Drawings will be held from December, 1988 
through April 1989. inclusive. Final entries must be 
received by 4/30/89. 

6. Contest open to legal residents of the U.S.A. and 
Canada (other than Quebec). 

7. Odds of winning depend on number of eligible 
entries received. 

8. Contest subject to complete official rules. 



SEE YOUR NEAREST MINDSCAPE 
SOFTWARE RETAILER 



A Gambling Game of Skill & Chance 



IBM" 



Another Wontjer fjtfiJFUown Under 




MINDSCAPE INC 



IBM. Apple & Macintosh. Amiga. Atari ST and C64/128 are frademarks or registered trademarks of International Business Mach.nes 
AppleComputer.lnc. Commodore Amiga. Inc. .Atari, Inc. and Commodore Electronics Ltd. respectively, e 1988 Joker Software J " 12 



EXCLUSIVE DISTRIBUTOR 

or if not available order direct on 

1-800 24 JOKER 

24 hour order service 
RETAILERS CALL: 1-800-221-9884 




DR/G/M/ 

svsrens //vc. 
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Could You Use A Free Game? 

Take Advantage of this Special Offer from Computer Play and 

DataSoft to Get Yourself a Free Game Now! 

What's the Offer? 



Game Company 

Addresses 



It's Easy. Subscribe to Computer Play and receive one of these four games free from DataSoft! 



Atari, CM/128, AppH II, IIGS, I 



C64/128, Amiga, Atari ST, Apple II, IBM 



TOMAHAWK 

Test your instincts, reflexes and 
nerves in the cockpit of the wor- 
ld's most advanced helicop- 
ter— the Apache AH-64A. It's 

one mission is to seek and de- 
stroy anything unlucky enough 
to get in its way. 

Features include 3-D, real- 
time graphics, day/night vision 
systems, a choice of pilot levels 
and attack or practice missions. 





©GOOD TJA 
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GLOBAL 
COMMANDER 

As the Earth's omniscient dip- 
lomat, your goals are to estab- 
lish working relationships with 
individual nations, promote 
good relations among the 15 
United Nuclear Nations, and 
maintain the economic and 
military balance. If you do your 
job well, the world will thank 
you; if not . . . 




AMri C64/128, Appto II, IBM, Atari ST 



221 B BAKER ST. 

A graphics-text adventure for 
up to four players that deter- 
mines who possesses the most 
skillful deductive powers. 

Start at 221 B Baker Street and 
travel through the streets and 
alleys of Victorian England 
gathering clues and attempting 
to solve some of the most in- 
triguing cases ever faced by 
Sherlock Holmes and Dr. Wat- 
son. The game is afoot. 



You'll be getting 12 

issues of Computer 

Play packed with the 

latest information on 

computer games and 

a great game from 

DataSoft free! These 

are top quality games 

with retail prices of 

up to $39.95. 




COSMIC RELIEF 

Professor Renegade is the 
only scientist who can save Ear- 
th from a giant asteroid. But 
where is he? 

Choose one of five adven- 
tures to find Renegade. Survive 
stone snakes, reptile birds and 
acid storms. When the pro- 
fessor is located, help him build 
an asteroid deflector (it requires 
high-tech tools like an atomic 
pile, a 9-volt battery, and a bent 
coat hanger!). 



C$4,128, Atari ST, Amiga, Appla II, IBM 
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So what are you waiting for? 

Send in this coupon, the postage-free 
card opposite this page or call one of 
the 800 number listed in the coupon. 



SPECIAL OFFER! Subscribe to COMPUTER PLAY and 

receive a free game from DataSoft. 

D Yes! I want to subscribe to COMPUTER PLAY for 1 year (12 issues) for 
$24.97. 1 would like my free game to be: _ 



- 1 



(Please print clearly) 



Name: 



Address: 



City/State/Zip 



□ Enclosed is my check or money order for $2497 payable to COMPUTER PLAY 
Charge my □ VISA □ MASTERCARD 

-i P.O. Box 10 

J Franklin Park, IL 60131 



Expiration Date 



Signature 



For faster service, call 1-800-341-1950 ext. 94 (USA) 1-800-535-5502 ext. 94(Canada). 
Visa & MC orders only 24 hours a day 

All prices In US currency. Canada and Mexico add $8.00 to each subscription. 
Overseas; $50.00/12 Issues air mall. 



Abracadata 
Rox 2440 
Eugene, OR 97402 

503-342-3030 

Absolute Entertainment 
251 Rock Rd. 
(ilenRock, NJ 07452 
201-652-1227 

Access Software 
545 West 5th South 
Bountiful, UT 84010 
800-824-2549 

Accolade Inc. 

550 S. Winchester Blvd. #200 

.San Jose, CA 95128 

408-985-1700 

ActionSoft 

210 W. Springfield Ave. 

Champaign, IL 61820 

217-398-8388 

Activision/Mediagenic 
2350 Bay shore Pkwy. 
Mountain View, CA 94043 
415-960-0410 

Artworx Software 
1844 Penfield Rd. 
Penfield, NJ 14526 
716-385-6120 

Atari 
U96Borregas 



CAPCOM, USA 
I283-C Mountain View 
Sunnyvale, CA 94089 

408-745-7081 

Cinemaware 

4165 Thousand Oaks Blvd. 

Westlake Village, CA 91362 

805-379-9401 

Constellation Software 
17 St. Mary's Court 
Brookline, MA 02146 



Cosmi Corp. 

1431 N. FiguernaSt. 

Wilmington, CA 90744 

213-835-9687 

Data Fast USA 
470 Needles Dr. 
San Jose, CA 95112 

408-286-7074 

DataSoft 

19808 Nordhoff Place 

Chatsworth, CA 91311 

818-886-5922 

DigiTek 

10415 N. Florida Ave. #110 
Tampa, Fl 33612 
813-933-8023 

Discovery Software 
163 Conduit St. 

A-nnoMltc Ml) 71401 



Frontrunner Software 
Box 435 

Collinsville, CT 06022 
203-233-3144 

GDW 

Box 1646 

Bloomington. II. 61702 
309-452-3632 

Infocom 

125 Cambridge Park Dr. 

Cambridge, MA 02140 

617-492-6000 

Interstel 
Box 57825 
Webster, TX 77598 

713-486-4163 

Intracorp 

14160 SW 139th Court 

Miami, FL 33186 

305-252-9040 

Joker Software 
1399 S. 7th Fast #17 
Salt Lake City, UT 84105 

801-485-6080 

Keypunch Software 
12il Pioneer Bldg. 
St. Paul, MN 55101 
612-292-1490 

Koei Corp. 

20000 Mariner Ave. #100 

Torrance, CA 90503 



SPECIAL OFFER! Subscribe to COMPUTER PLAY and 

receive a free game from DataSoft. 

□ Yes! I want to subscribe to COMPUTER PUUT fori year (12 issues) for 
524.97. 1 would like my free game to be: _ 

(See Opposite Page) (Please print clearly) 

Format 

Name: 



Address: 



Clty/State/ZIp 



Microprose Software 
180I.akefront Dr. 
Hunt Valley, MO 21030 

800-645-8632 

Mindscape 
3444 Dundee Rd. 
Northbrook, 11,60062 

800-221-9884 

Muse Software 

5 West Ridgeville Blvd. 

Mount Airy, Ml) 21771 

301-831-7090 

New World Computing 

Box 7286 

Mountain View, CA 94043 

415-960-0410 

Nintendo 

4820 150th Ave. N.E. 

Redmond, WA 98052 

800-633-3236 

Ocean Isle Software 
Ocean Isle Square #3 
Ocean Isle Beach, NC 28459 
919-579-8728 

Omnitrend 

Box 733 

W. Simsbury, CT 06092 

203-658-6917 

Origin Systems 
136 Harvey Rd. #B 
Londonderry. NH 03053 



#A 



l_i cncusea is my cneck or money order for $2497 payable to COMPUTER 
Charge my □ VISA □ MASTERCARD 

I 1 I I 1 I I I I I I 1 I I I I 1 I RO. Box 10 



□ 



Expiration Date 



Signature 



Franklin Park, IL 60131 



3 



£££ « ■S?E£3E!i ond M9xlco ada $&0 ° ,0 each subscrt p*'- 
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17 Paul Dr. 

San Rafael, CA 94903 

K00-527-6263 



900 E. 8th Ave. #300 
King of Prussia, PA 19406 
215-337-1500 



17408 inaisworui ai, 
Granada Hills, CA 91344 

800-522-2041 
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Wexford, PA 15090 
412-935-5066 



Sega 

5730 Forbes Blvd. 

San Francisco, CA 94080 

415-742-9300 

Sierra On-Line 
Box 485 
Coarsegold.CA 93614 

800-344-7448 

Sir- Tech Software 
Box 245 

Ogdensburg, NY 13669 
315-393-6633 

Software Toolworks 
13557 Ventura Blvd. 
Sherman Oaks, CA 91423 

818-907-6789 

.Spectrum HoloByte 
2061 Challenger Dr. 
Alameda, CA 94501 
415-522-3584 

SSG 

1747 Orleans Ct. 
Walnut Creek, CA 94598 
415-932-3019 

Strategic Simulations 
1046 N. Rengstorff Ave. 
Mountain View, CA 94043 
415-964-1353 

SubLogic 

Box 4019 

Champaign, IL 61820 
800-637-4983 

Sun Corp. 

2250 F.lmhurst Rd. 

Elk Grove Village, IL 60007 

312-228-1451 

Taito 

660 S. Wheeling Rd. 

Wheeling, IL 60090 

312-520-9280 

Ten gen 

1901 McCarthy Blvd. 

Mtlpitas, CA 95035 

408-435-2650 

Three-Sixty Pacific 
210S S. Bascom #290 
Campbell, CA 95008 
408-879-9144 

Titus 

20432 Corisco St. 

Chatsworth, CA 91311 

818-709-3693 

Vic Tokai Inc. 

370 Amapola Ave. #104 

Torrance, CA 90501 

213-320-1199 

XOR Corp. 

5421 Opportunity Ct. 

Minnetonka, MN 55343 

612-938-0005 
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GET IT ALL WITH 

COMPUTER SPORTS WORLD 

America's oldest and largest 
sports and horseracing database. 



AT YOUR FINGERTIPS! 



24 HOURS 



UP TO THE MINUTE 



Scores In Progress • Team Logs • Las Vegas Odds 



Transactions 



• Injuries 
Fantasy Stats 



Weather 



Call now and speak to a representative for your 
demonstration account number and password. 



800-321-5562 



IN NEVADA CALL 702-294-0191 



® 

COMPUTER SPORTS WORLD 



A Service of The Chronicle Publishing Company, San Francisco 



An Uneven Flight 
that Measures Up 




There's an old expression, "Too many cooks spoil the broth." That 
expression may apply here. "Ace of Aces" is a registered trademark of 
NOVA CAME DESIGNS, Inc.; IBM conversion by NEXA CORPORA- 
TION; Concept & Design by Rick Banks, Michael Bate and ). Stuart 
Easterbrook; Sound by Greg Marr; Graphics by Robert Coston; 
Programmed by Billy H. Sutyono; Copyright 1986 and 1987 by 
ARTECH DIGITAL PRODUCTIONS; sold by Accolade! 

The result is powerful, confusing, habit-forming and frustrating 
all at the same time. It borders on being great, but falls short badly 
in some areas. The graphics, including Hercules monochrome, are 
excellent, and the sound is better than most other simulators. 
There are some very clever and unique features. The realism and 
payability, however, suffer from two basic problems: lack of 
joystick control and limited maneuverability. 

Ace of Aces puts you airborne (no takeoff) in the cockpit of a 
Royal Air Force (RAF) World War II De Havilland plywood Mos- 
quito fighter/bomber. Your missions include downing Nazi fight- 
ers and bombers, sinking U-Boats, outrunning V-1 Buzz Bombs, 
and stopping enemy trains. You must choose your weapons and 
fuel wisely, since there's no going back until the mission is com- 
pleted. You must down any enemy fighters that attack you before 
you can proceed on your mission, and you can get shot down or 
run out of ammunition or fuel. 

To become an Ace of Aces you must complete all missions 
successfully. Considering the various hazards and difficulties in- 
volved, I have to wonder if this is really possible. After about five 
hours of play, I was not able to complete a single mission. 

Documentation 

The small 5" x 8" 16-page booklet is well illustrated, and easy to 
read. Although it is complete, it makes things sound a whole lot 
easier than they are to accomplish. 

Getting Airborne 

The frustration started, for me at least, from the long delays in 
getting this program started. The program disk is copy protected, 
so it must be used in a floppy drive. Using a standard-speed IBM 
PC/XT it took 15 seconds to see the introductory screen, then 
about 12 seconds more for the actual program to start loading, and 
another 8 seconds for that to be completed. Next you select 
loystick or Keyboard, then select Practice or Mission, then select 
Dogfight, Train or U-Boat. 5 2 





and explore an eerie 
moonscape of monoliths 
and chasms. You're drilling 
release explosive vapors 
on a space station wnere 
nothing is quite what it 
seems. Walls disappear 
columns are really elevators, 
pyramids generate eneigy: 





ifs a complex world with 

rules all its own...And 

youTI need all the ingenuity 
you can muster to master 

its secrets. • \ \ 

Amiga, Atari ST f Commodore 
64/128, IBM & compatibles. 

© 1988 Epyx, Inc. Screen 
from IBM. Game 
program licensed . 
from Incentive 
Software Ltd. 
(UK.)© 1987 
Incentive 
Software Ltd. 
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Now the disk starts again and the screen 
spends about 15 seconds showing a series of 
five "snapshots" (warning siren, running feet, 
engine starting, removing wheel chocks, pi- 
lot's thumbs-up) with appropriate sound. Next 
the program loads a screen that cycles 
through the various credits mentioned above 
and finally (a few seconds less than two min- 
utes from typing ACE at the DOS prompt), you 
are flying! 

This is nice the first time, but annoying to go 
through this sequence every time. You can 
interrupt a game with PI and it goes back to the 
first selection screen, and proceeds from 
there. I found that some time could be saved 
by hitting the Enter key at various places to 
bypass some of the displays, but the minimum 
time to go from ACE to action was 50 seconds, 
and from F1 to action was 30 seconds. There 
should really be a way to bypass all the non- 
selection screens. 

On the plus side, the graphics are very well 
done. If you have a CGA color monitor the 
colors are magenta, cyan, black and white. This 
is one of the only flight simulator programs I've 
tried that shows up very well on a Hercules 
display; most are* from bad to unusable. ACE H 
is the DOS command to access the Hercules 
board. ACE by itself goes to CCA. If you have 
both a Hercules and CGA board, as I do, you 
need to type MODE CO80 at DOS (with 
MODE.COM on your default drive) to address 
your CGA board and monitor. 

Flying the Mosquito 

The Mosquito is a twin-engine high-per- 
formance fighter-bomber, but Ace of Aces ex- 
cessively limits the maneuverability. You can 
only roll about 35 degrees in either direction, 
pitch up about 20 degrees, and pitch down 
about 10 degrees. Acrobatics of any kind are 
not available. 

Although the program responded to the 
joystick selection, and allowed a calibration 
routine, there was virtually no control during 
the program with any of my three joysticks. I 
found I had to "cheat" during calibration, by 
hardly moving the joystick from the center 
position, to get any joystick action at all. After 
an hour of more of trying to shoot down en- 
emy planes using various joysticks and calibra- 
tion cheating, I went to using the keyboard 
and almost immediately shot down three 
enemy planes! 

You can g^t different views (windshield, left, 
right, navigator map, bomb bay) at any time 
with the numeric keys. The windshield front 
view uses cumulus clouds for your horizon 
— a nice touch, since it makes it easy to te 
when you're turning. 
Your instruments and controls include a 



compass, radar, intercom, airspeed, altitude, 
artificial horizon, trim, landing gear, fuel and 
flaps, plus throttle, prop pitch control and fire 
extinguishers for each engine. 

The navigator's view is a map of the English 
Channel and parts of England and France. 
Your plane is shown as well as enemy bomb- 
ers, submarines, trains, V-1 buzz bombs, 
bases, and even storm clouds. This map shows 
the information in a printed Intelligence Re- 
port you are given before each mission. Also, 
before going on a mission you choose the 
number and types of weapons — bombs, can- 
non, rockets — and fuel load for that mission. 

Enemy aircraft are encountered at every mis- 
sion, and they are very aggressive. You can see 
and hear their guns blazing when they fire at 
you, and your compass, altimeter, 
radar, trim, flaps, engines and guns are all sub- 
ject to damage. Function Key F7 lets you see 
your status any time, including your score for 
victories. Using the side views you can see when 
your engine is on fire, and when the engine is 
dead with the propeller stopped. 

When you see three holes suddenly appear in 
your windshield, you've had it. In the case of V-1 
buzz bombs, easily identified by their odd ap- 
pearance with the jet engine on top, you are in 
no danger unless you collide with them. They 
are passive and relatively easy to shoot down. 

I could go on and on with a description of 
this program. It's amazing how much they 
have packed into the various scenarios. I just 
wish they had made the plane more acrobatic, 
usable with a joystick, and less likely to be 
shot down. I hate losing, and I just couldn't 
seem to win with Ace of Aces - even though it 
was lots of fun trying! 



Name: ACE of ACES 

Type: Fighter /Bomber Simulator 

Formats: IBM PC/XT/AT; Commodore 

64/128; Atari 400/800 

Publisher: Accolade, Inc. 

Designer: Stuart Easterbrook 

Ages: 12 to adult 

Requirements: CGA: 256K RAM, 5-1/4' 

360K drive(EGA: 384K RAM, 3*1/2 or 

5-1/4" also available) 

# Players: One 

Price: $39.95 

Ability Level: Intermediate-Advanced 
Packaging: Average (6) 

Documentation: Very Good (7) 

Graphics: Excellent (9) 

Realism: Very Good (8) 

Payability; Very Good (7) 



Summary 

Any one of these simulators, given time and 
effort, will afford you many hours of pleasure. 
Some require a higher "patience" threshold 
than others as you go through seemingly end- 
less start-up screens and procedures. Some 
seem impossible to ever learn to control. All 
become more addictive as you get better and 
crash (or get shot down) less. But you must be 
prepared for the frustration until you gain 
some competence with the particular pro- 
gram, while previous experience with other 
programs is some help, each program offers 
many new challenges. 

In case these flight simulators are not 
enough for you, here is a list of others I know 
about, some of which I've already reviewed for 
Computer Play, and some to be reviewed in 
future months: 



CP Rating: 



7.26 



Circle Reader Service Number 15. 



Aerojet: Commodore (MicroProse 

AIRSIM-3: Apple II (Mind Systems) 

Apollo 18: Commodore/IBM (Accolade) 

Chuck Yeager's Advanced Flight Trainer: 

IBM (Electronic Arts) 

Dam Busters: Apple ll/IBM (Accolade) 

FALCON: IBM/Macintosh (Spectrum 

Hoi o byte) 

F-15 Strike Eagle: Apple/Atari/ 

Commodore/IBM (MicroProse) 

GeeBee Air Rally: Commodore (Activision 

Harrier Combat Simulator: 

Amiga/Atari ST/Commodore/IBM 

(Mindscape) 
Harrier Strike Mission II: IBM/Macintosh 
(Miles Computing) 
Helicopter Simulator: Apple IIGS 
/Atari ST/IBM (Sierra) 
Hellcat Ace: IBM (MicroProse) 
Lock-On: Commodore/IBM 
(Data East USA) 

Power At Sea: Commodore (Accolade) 
Project Stealth Fighter: Commodore/IBM 
(MicroProse) 

Skyfox: Apple Me/Macintosh (Electronic 
Arts) 

Solo Flight: Apple ll/Atari 8-bit 
/Commodore/IBM (MicroProse) 
Space Shuttle: Apple II (Activision) 
Spitfire Ace: Atari 8-bit 
/Commodore/IBM (MicroProse) 
Spitfire Simulator: Apple II (Mind 
Systems) 

Stealth: Commodore (subLOGIC) 
Top Gun: IBM (Thunder Mountain) 
Top Gunner Collection: Atari 8-bit 
/Commodore (MicroProse) 
Tranquility Base: Apple II (EDUWare 
Services) 



One of the unique features of our magazine is the 
patented COMPUTER PLAY Scorecard. In order for 
you to be able to utilize it fully, we will explain the 
definitions of the various categories and give details 
on the final CP RATING. 



NAME: This is the specific name found on the game 
package. 



TYPE: We will attempt to specify the category of 
game being reviewed. Choices include ARCADE, 
ADVENTURE, TEXT, SIMULATION, TRADITIONAL, 
EDUCATIONAL, CREATIVITY, STRATEGY, and 
CARTRIDGE. 

FORMATS: The currently available formats will be 
listed. Normally, we will also note the version of the 
game that was used for the review. 

PUBLISHER: The company which created the game. 

DISTRIBUTOR: The company that actually sells the 
game. 



DESIGNERS: The individuals who designed the 
game. 

AGES: The suggested age range for which the game is 
appropriate. 



# OF PLAYERS: The number of players who can play 
at one time. 



a 
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THE RATINGS 



• • • 



ABILITY LEVEL:Beginner, Intermediate, or Advanced 
Our reviewers are instructed to rate this from the 
viewpoint of the average gamer. 



REQUIREMENTS: Specific hardware or memory 
requirements beyond the minimum computer system 
for a specific format. 

PRICE: The manufacturer's suggested retail price. 



GAME RATING 
SUMMARY 



! 



NAME 
Dungeon Master 
Solitaire Royale 
ULTIMA V 
Bard's Tale III 
Nobunaga's Ambition 
Where in Europe is Carmen Sandiego? 
Zak McCracken/AIien Mindbenders 
TV Football 
PHM Pegasus 
The Three Stooges 
GFL Football 
Hellcat Ace 
Death Sword 
GBA Basketball 
The Games: WinterEdition 
Police Quest 

Decisive Battles of the Civil War 
Shadowgate 
Super Sunday 
Jam Session 
Falcon F-16 
Project Stealth Fighter 
Pete Rose Pennant Fever 
Hardball! 
Sons of Liberty 
John Elway's Quarterback 
World Class Leader Board Golf 
Sporting News Baseball 
Romance of the Three Kingdoms 
Jinxter 
Kid Niki 

Hunt for Red October 
NFL Challenge 
Pro Challenge 
Ebonstar 

VIDEO TITLES 

The Legend of Zelda 
RBI Baseball 
Contra 



PUBLISHER 

FTL Games 

Spectrum HoloByte 

Origin Systems 

Interplay Products 

Koei 

Broderbund 

Lucasfilm Games 

Cinemaware 

Lucashlm Games 

Cinemaware 

Gamestar/Mediagenic 

Microprose 

Palace/Epyx 

Gamestar/Mediagenic 

Epyx 

Sierra On-Line 

SSG 

Mindscape 

Avaion Hill 

Broderbund 

Spectrum HoloByte 

Microprose 

Gamestar/Mediagenic 

Accolade 

SSI 

Melbourne House 

Access 

Epyx 

Koei 

Rainbird 

Data East 

DataSoft 

XOR 

XOR 

Microlllusions 



RATING 

9.65 
9.50 
9.25 
9.25 
9. 15 
9.10 
8.90 
8.90 
8.85 
8.75 
8.72 
8.60 
8.60 
8.52 
8.50 
8.50 
8.40 
8.40 
8.40 
8.35 
8.30 
8.25 
8.00 
7.78 
7.50 
7.50 
7.40 
7.35 
7.16 
6.75 
6.75 
6.47 
6.40 
6.24 
5.25 



Nintendo 

Tengen 

Konami 



9.13 
7.68 
7.63 



PACKAGING: Are the materials slick and colorful? 
Does the package look professional? Are "bonus 
items provided to enhance the game experience? 



DOCUMENTATION: Are the instructions clear and 
understandable? Are all same situations covered? Are 
all necessary player aids or maps provided? 

GRAPHICS/TEXT: Are the screen graphics clean and 
colorful? Do they add to the game? Do the graphics 
take full advantage of the machine's capabilities? For 
text games, was the story exciting and imaginative? 
This category includes sound and animation. 

REALISM: This category is for vehicle simulations, 
war games, and traditional games (such as chess). 
Does the game faithfully recreate the "look and feel" 
of the events being simulated? Are the statistics or 
historical facts correct? Did the game give you a true 
experience? 

PLAYABILITY: The big one. Did the game hold your 
interest? Did you play for hours or get bored quickly? 
Did the game draw you into another world? Would 
you immediately want to show the game to a friend. 
Did the game break new ground in design? Did you 
want to play it again the next day? 

Despite the fact that there are five categories in the 
rating process, you will note that a game will never 
get a truly good rating without getting a good score 
for payability. 

THE NUMBERS 

As you will note when readin a SCORECARD, each 
reviewer rates the game in each category and assigns 
a text and numerical rating. 

A formula is then applied to the various ratings in 
order to reach the final CP RATING, the reviewer's 
overall rating of the game. 

The percentages for each category are: 
PACKAGING — 10%, OOCUMENTATION — 15%, 
GRAPHICS/TEXT — 2/%, REALISM — 25%, and 
PLAYABILITY — 50%. 

Yes, the percentages add up to 125%. This is 
because some games can only be rated for 
GRAPHICS but not for REALISM (such as PAC-MAN). 
Others can be rated for both but one category is more 
important than another. In these cases the 25% is 
split. FLIGHT SIMULATOR might be rated 10% for 
GRAPHICS and 15% for REALISM. 

The breakdown in percentages to each category is 
subjective but represents our best efforts to assign a 
single rating for every game. We feel that every 
category is important. The game may be great but 
cheap packaging may detract from the overall value. 

READER INPUT 



We give you the ratings for each category. If your 
own desires are different than ours then you can still 
work out your own formula. Perhaps you are totally 
uninterested inpackaging. Then you can simply focus 
on the other category ratings. 

YOU CAN'T TELL THE PLAYERS WITHOUT A . . . 

The actual space taken up by the scorecard-. is small 
but they are an essential part of this maga/mr 1 In- 
credibility of our reviewers and the maga/mr ii (\t 
rides on the scorecards. We want a casual read* I '<■ 
be able to quickly spot the winners and l< . « > i u h 
month. We welcome suggestions on how this pro* • ■ 
can be improved and standardized. Each issue will 
contain a summary of all ratings from previous 
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Go on the Offense with DD 



By Rusel DeMaria 

There's never a dull moment around the 
local coin-operated version of Double Dragon. 
Kids of all ages crowd around it and pump in 
quarters. They play in pairs, fighting the com- 
mon enemies in the quest to save the girl. 

In Double Dragon, you must play Billie 
whose girlfriend has been kidnapped by the 
evil Shadow Boss of the Black Warriors (in the 
NINTENDO version, it is actually your own 
brother, Jimmy, who is the enemy, though in 
the arcade, he is your ally). Playing the game 
involves punching, kicking, climbing, jump- 
ing, and otherwise battling a seemingly end- 
less assortment of enemy characters while 
traversing the city streets and infiltrating the 
evil gang's secret headquarters. This is an ac- 
tion game that demands fast movements and 
lots of offense. 

So, given the immense popularity of this 
game, it comes as no surprise that the Ninten- 
do version was most eagerly awaited by game 
players nationwide. And, now that it has been 
released, the question must be asked: Does it 
live up to our expectations? 

Though it is not entirely fair to compare the 
NINTENDO cartridge game with the dedi- 
cated arcade version, such comparison comes 
inevitably to mind with such a popular title. 
So, if you are a fan of the arcade game, you'll 
be interested in this assessment. Otherwise, 
you might want to take this comparison light- 
ly. After all, even though the cartridge may fall 
short in some ways, it is still a fun and challeng- 
ing game. 

Nintendo vs. Coin-op 

In some ways, the NINTENDO version fails 
to live up to my expectations. It is essentially a 
one-player game. Though you can spar with 
another player in a special two-player practice 
mode, the actual game itself can only be play- 
ed by one person at a time. That is my major 
dissapointment about the game. So much of 
the coin-op version's appeal is the cooperative 



efforts of team play. That aspect is completely 
missing from the NINTENDO version. 

The graphics are not as good, but they are 
quite appealing. Someone who has never seen 
the coin-op will be pleased, though com- 
parisons are inevitable. Still, I rate this game 
high on the scale for graphics. 

Now for the play itself. The game is some- 
what different. In the cartridge version, you 
start out with only a few standard fighting 
techniques. You must earn the more exotic 
styles like the knee-to-the-face, the reverse 
elbow, or the spin kick. This differs from the 
coin-op in that you start out with all the tech- 
niques, but the quality of the opposition is 
also more challenging. 

Other major differences have to do with 
weapons and enemy behavior. Basically, coin- 
op players may be surprised to find that weap- 
ons have a different effectiveness in the Nin- 
tendo game. For instance, a whip is more 
effective in NINTENDO. And enemy behavior 
is much different. In the coin-op version, en- 
emies give no quarter. They will gang up on 
you without hesitation, attacking from both 
sides, picking up any stray weapons, and gen- 
erally doing their best to devastate you. 

In the NINTENDO version, enemies are 
much less aggressive. For instance, they will 
rarely attack you more than one at a time — 
unless you are careless enough to position 
yourself between two of them. And they are 
very slow to pick up stray weapons. Given 
enough time, they will pick up knives, boxes, 
clubs, or other implements, but not with the 
alacrity of their coin-op counterparts. This of- 
fers you a distinct advantage since you will 
almost always be the first to reach a weapon 
on the ground. Enemies also lose their weap- 
ons more easily than they do in the arcades — 
another advantage. 

Playing NINTENDO 

There is an unsavory assortment of enemy 
characters you will meet while playing Double 
Dragon, and you can gain some level of ac- 
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quaintance with them in the practice mode 
where you pick one character to fight with. In 
practice, both characters are the same, so if 
you pick the whip-wielding Linda, for in- 
stance, you will fight as Linda and against 
Linda. It isn't quite the same as fighting as 
Billie against Linda. 

During the actual game, you must carry out 
several missions. The first couple of missions 
are really very easy, though they take some 
time to complete. But you will soon enough 
begin to wish you could bypass these early 
phases and get straight to Mission 3 or Mission 
4 which are more challenging. However, un- 
like many other NINTENDO games, there 
doesn't seem to be any hidden way to gain 
advantage in this game (though there are sev- 
eral ways to improve your situation with prop- 
er strategy). But the scarcity of secrets to 
discover is unfortunate since that is one of my 
favorite aspects of these video games — their 
wide variety of options. 

So far, most of what I've said about Double 
Dragon has not been entirely positive, but it is a 
pretty good game if taken independently of its 
arcade origins. It is very challenging at the later 
stages, and becomes more and more visually 
appealing as the game progresses. Also, once 
you have attained sufficient skill to use the more 
exotic attack techniques, the game becomes 
more enjoyable (though the enemies and chal- 
lenges also become more formidable). 

I enjoyed playing the game, particularly in 
the second half, though I didn't enjoy having 
to start over from the beginning every time I 
failed later in the game. Though this does 
prevent you from completing the game too 
quickly, the early phases of the game quickly 
become so familiar and unchallenging that I 
often quit playing rather than endure the same 
beginnings again. I think if it weren't for that, 
and if the game could be played by two players 
as allies, this would be a top-of-the-line game. 
As it is, it is merely good. 



Circle Reader Service Number 94. 



Name: Double Dragon 

Publisher: Tradewest 

Ages: 6 to 24 

# Players: up to two players alternating 

turns 
Requirements: NES and controller 

Price: $4435 

Ability level: Easy to start, hard to 

finish 

Packaging: Average (7) 

Documentation: Adequate (6) 

Graphics/Text: Very Good (8.5) 

Payability: Very Good (8.5) 



CP Rating: 
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Channel Three 



By Mark DeCarlo 



GHOSTBUSTERS (ACTIVISION, one player) is a 
curious cart indeed. I really wanted to believe 
that this game was something other than a 
shameless, opportunistic attempt to cash in on a 
four year old movie. I figured thai since it had 
been so long since the film came out, this game 
must really be good. (Maybe they'd been work- 
ing on the perfect game for four years and have 
only now completed it). No such luck. 

GHOSTBUSTERS is lacking in most of the 
categories that make up a great video game; 
originality, graphics, excitement, innovation, 
realism and pacing. 

As far as originality, the game is basically the 
plot of the movie. You get in your GHOST- 
BUSTERS mobile, drive to the shop and buy 
supplies, then go out on the street and capture 
ghosts. The big final phase of the game is when 
you enter the habit.il of Zuul and climb the 22 
flights of steps to defeat the main ghost before 
the Marshmallow man readies the top of the 
building. That's it. 

The graphics are very limited. Compared to 
some other new games on the market (Double 
Dribble, for example) this game looks like Space 
Invaders circa 1980. The screens are merely 
average at best. And because of this, the level of 
excitement never m< cases. There is a plodding 
pace to this game ih.it I found very dull. The 
screens where the GHOSTBUSTERS actually try 
to capture the ghosts simply have no punch or 
excitement. You don't have to chase the ghosts 
around or through the buildings or hallways. 
The Busters set up their traps, wait, then turn on 
their beams. I'm sure there are added little 
nuances that players c ould rea< h after spending 
lots of time with this game, hut why? I don't think 



it has the punch to inspire players to play it more 

than a few times. 

But the most disturbing aspect of the game, to 

me anyway, was the complete focus on money. 

Even in the player's guide, the directions are 

explained like a business plan. You get a loan 

from a bank and can only function as long as 

your money lasts. The object of the game is 

supposed to be saving the city, and world, from 

total destruction. But the real point is to make 

money. At it's core, this is an instructional course 

in capitalism. Catch ghosts — make money! 

nstead of catch ghosts — save the world. 



Most other action/adventure games we've 
looked at at least try to make final victory seem 
as morally important as possible. Players are 
always trying to save the world from some evil 
force — whether it's the dragon in Super Mario 
Brothers or some fictional dictator, we're always 
fighting for the good guys. This is a minor point, 
to be sure, but it's symptomatic of what's wrong 
with the rest of this game. Nothing really pans 
out like it should. Because when you get right 
down to it, life and death is always more exciting 
than making money. 



Hey, hey but don't be depressed! There st 
are good video games around, Virginia! DOU- 
BLE DRIBBLE (KONAMI, one or two players) 
proves that point very well. 

Some sports games have been developed for 
the video game market faster than others. Base- 
ball, Tennis, and other individual games like 
them were easier to configure to the NINTENDO 
format, and therefore came out first. Team sports 
like hockey, volleyball and basketball have 
taken longer because the team interplay aspect 
of the game was perhaps more difficult to 

achieve in this format. 

Well, KONAMI has cleared this hurdle with 
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The action Is fast and furious In Double Dribble. 
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flying colors. The result is truly a team game that 
has enough flexibility and action built into it to 
last for many seasons to come. 

To start the game, you first must select your 
opponent. You can either play the computer or a 
pal. The computer is good, so try and find a friend. 
You then select duration of quarters, teams and 
level of play. There are three levels of play from 
beginner to expert. As you progress in your abili- 
ties, you can adjust the game accordingly. 

This game is played just like a five to a side, 
full-court game. Most of the NBA rules apply 
and what makes the difference between a win- 
ner and a loser is the same as in real hoops: 
teamwork and shooting. 

On offense, you can control one flashing play- 
er at a time. When you pass the ball off, the game 
automatically switches the flashing control to 
the recipient of the pass. The A button passes, 
the B button shoots. The full range of shots is 
available from slam-dunks to three point spe- 
cials. The passing game can be fast and furious, 
but be careful not to run it out of bounds and 
loose possession. 

On defense you have the same one player- 
flashing control. 

The B button switches control to the defense- 
man closest to the ball-handler and the the A 
button blocks and steals. 

From there, the rules of basketball prevail. 
Fouls result in free-throws. An open man in the 
key results in a dramatic slam-dunk. The player's 
guide and controller configuration were very 
well designed and allow you to be playing this 
game well after your first session. 

But what really makes this game so special is 
that it's not complex. The control of the players is 
easily understood and mastered, so you spend 
most of your time perfecting your touch — the 
shooting and passing game. On defense, you've 
got to play tough to keep them from running up a 
big score. The dynamics and feel of this game 
are truly competitive. When you're in the two 
player mode, you're really competing against 
, your buddy, and what's going to make the dif- 
ference in the final score is not some compli- 
cated, glitchy game, but your individual skill. 
And that's what basketball is all about. Swish! 

Top Gun, (KONAMI, one player), is about as 
close to real combat flying as I'd personally like 
to get. From the cockpit of your F-14 fighter, 
you're asked to perform a series of missions of 
increasing difficulty until the land, air and sea 
has been completely rid of the enemy and once 
again made safe for democracy. 

The only weapons available are your machine 
guns, air-to-air rockets and your guts. This flight 
simulator is an exciting version of aerial combat 
sure to keep your interest for many tours of duty. 

Before your flight begins, you're asked to 
choose the type of rockets you wish to use. Your 
crack Navy fighter is armed with either 40 
HOUND'S, 20 WOLF'soHOTIGER's.TheTIGER 
rockets are the most powerful and have the 
ongest range, but take a couple practice flights 



Computer Play 



before you use them. The worst thing that can 
happen to you up there is to be stranded without 
any more rockets. It's better to start off with 40 
rockets and not need them than to have only ten 
left and need eleven. 

Each flight is equipped with unlimited ma- 
chine gun fire. The machine guns can destroy 
flying bogeys flying close to your craft. How- 
ever, the further away the enemy gets, the 
harder it is to down them with just your ma- 
chine guns. Start with the HOUND's and then 
as your aim gels better, you can gradually 
move up to the more powerful rockets. The 
TIGER's can down a plane that is four times 
further away than can a HOUND. 

Your mission begins as your F-14 is catapulted 
off the deck of your carrier. Your plane flies out 
over the blue Gulf waters as you automatically 
* limb to 10,000 feet for your training mission. 

Once you reach cruising altitude and speed, 
you're presented with a thundering array of 
bogey's. Some come at you from behind, others 
approach from the front. Move in and out of 
cloud banks, around hostile air-fire and away 
trom oncoming enemy rockets as you attempt to 
keep from loosing control of the jet engine 
strapped to your back. 



In each game, you're given three planes. 
There are two ways to loose your plane in the 
first mission: a head-on collision with an enemy 
rocket, and dumping your billion dollar fighter 
in the drink. If you manage to avoid the gun fire 
and rockets, it's time for the landing sequence. 

The plane takes you down automatically into 
the landing sequence. Then, back on manual, 
you have to guide the plane onto the tiny carrier 
deck while simultaneously decreasing your 
speed and maintaining altitude. This landing 
sequence is not easy to master. If you're even a 
little bit off, your plane goes skidding into the 
seas. And that's not the kind of behavior that 
wins medals. 

After you've mastered the training mission, it's 
time to go out and cause some real damage. 
Mission Two designates enemy carriers hidden 
in the Gulf as Priority One. 

This time there are more airborne enemies 
plus ships to sink. In order to sink the ships, 
you've got to come in low. But when you come 
in low, the bogeys are all over you. The rush of 
enemy gun and rocket fire is intense. You've got 
to dip and run faster and better to get close to the 
ships. Once you are down low and aimed at a 
carrier, cut loose your rocket and get the hell out 



By Rawson Stovall 

I have never seen a submarine except for the 
ride at Disneyland. You know, the one where 
you cruise around a little lake looking at weird 
fish, mermaids, sunken treasure and giant oc- 
topusses. The Disney subs don't really ever sub- 
merge, but the entire ride is really an 
extraordinarily convincing special effect. If I 
ever took a ride on a real sub, even for just 15 
minutes or so, I think I would- get the willies. 
That's why I would like to play a good submarine 
simulation game — to have that feeling without 
really getting scared. 

But I have yet to find a good submarine simula- 
tion. DATASOFT S The Hunt For Red October is 
too hard as is EPYX's Sub Battle Simulator. 
Gato, one of the latest games from ATARI for their 
XE game system, is just too slow and boring. 

The XE version of Gato is based on the SPEC- 
TRUM HOLOBYTE computer game of the same 
name. However, according to a source at ATARI, 
the XE version is slightly different from the com- 
puter version. 

In ATARI'S Gato for the XE game system and 
XE/XL computers, the player is assigned a Gato 
t lass submarine. These tough little subs were the 
mainstay of America's World War II submarine 
fleet. As the player makes his way through the 
South Pacific, a Morse code message comes 
through informing him that an enemy destroyer 
ni convoy of supply ships has been spotted off 
fli-' coast of a very strategic island. It is then his 
duty to race to the island and destroy the enemy. 

The objective in Gato is to complete as many 
missions as possible before having to return to 
the subtender (supply ship) for repairs, fuel, 
weapons and supplies. The missions range from 



infiltrating enemy regions to intercepting enemy 
craft to cutting off enemy supply lines. 

The game uses the keyboard and includes nine 
different "sub screens" which help the player 
along on his mission. The game screens are date 
inquiry, game control parameters, mission assign- 
ment, the main control screen, quadrant chart, 
patrol area chart, radar, damage report and 
damage control. If the player completes enough 
missions and sinks enough ships then maybe 
someday the Navy will make him a Captain. Also, 
if the player has a disk drive then the game auto- 
matically records the .-"captain's log". 

The game includes 10 different levels of diffi- 
culty. In levels one through three the enemy 
ships are shown on the the patrol area and 
quadrant diarts. In levels four through six the 
enemy vessels are shown on the quadrant c hart 
only. In levels seven through nine the player 
must decodethe Morse code messages himself. 
A Morse code chart is included with the game. 

While surfaced or awash (just the top part of 
the sub is out the water), the player can view out 
of the conning tower. The player can choose 
from forward, aft, port or starboard views. When 
the sub is under water then the player can use his 
periscope. 

I had so much trouble getting my periscope up 
that I was totally frustrated. The first time I tried 
to raise it I was 200 feet below the surface. After 
reading the instructions once more I realized 
that the periscope is opeiational only to a depth 
of 45 feet. So I tried my periscope at 40 feet, 25 
feet, 10 feet and then when I was surfaced. All of 
those times the XE only "buzzed" at me. My 
submarine was not damaged. I know that I was 
doing it right. I had read the instructions over 
and over again to make sure that I wasn't doing 
anything wrong. 



of there! You don't want to be in the area when 
that baby goes up. 

This is a game that definitely benefits from the 
use of a joystick and turbo buttons. The radar 
screen and field of vision displays are well coor- 
dinated, creating a real sense of what's going on 
all around you. This cartridge is so well designed 
that after a few minutes, you actually forget 
you're in your living room and come to believe 
you're sitting in a cramped cockpit somewhere 
over blue water. Feel the need for some Speed. 




Get the enemy In your sights with Top Gun. 



I tried and tried but the blasted periscope 
never did give — except once. And why it did 
that time and not the others I have no idea! And 
so, for some strange reason, out of an entire 
evening of cruising the ocean depths I was only 
able to shoot a ship while I was surfaced. 

While the periscope problem may not occur 
in every XE household, (my XE may just be 
stubborn) it really affects the game play. Without 
my periscope Icouldnisneakupona tanker and 
send it to the bottom^! the ocean with it never 
seeing me. I had to be surfaced and it totally 
ruined the element of surprise. If a patrol boat 
saw me, then he would start shooting at me and 
my days would be numbered. Not having a 
periscope really messed up the play of the game. 

Upon reflection, I realized that even had my 
periscope worked, I still wouldn't have enjoyed 
the game very much. Gato is very repetitious. 
Not having a periscope just caused me to turn 
the game off sooner. 

Overall, Gato is fairly entertaining and chal- 
lenging for the first two hours, even though the 
sound and graphics aren't anything special. Af- 
ter that, though, it suddenly dawned on me that I 
was yawning more than I was playing. For all 
intents and purposes, the game over the long 
haul is just too slow and boring. I kept thinking, 
"After you've sunk one ship, you've sunk them 
all". I haven'tplayed all of ATARI'S games forthis 
system, but if Gato is typical, they need to do 
better to compete with NINTENDO and SEGA in 
the home game system market. Look for more 
reviews on ATARI games next month in this 
space but for now as far as sub simulations go, I 
prefer the ride at Disneyland. 
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Other Ports 



By Rusel DeMaria 

This month, like something living and breathing, 
my column is evolving. Last month it was a Macin- 
tosh only column. This month I'm including Atari 
ST products. Next month - — who knows? 

New on the Macintosh, as I write this, are Colony 
from MINDSCAPE and Manhole, a HyperCard 
game from MEDIAGENIC. Also in this column, 
I'll look at some new titles from 
INFOCOM and some of the newer offerings for the 
ST Colony promises to be one of those intriguing 
products that develops its own following. 

Already, as I write this, with only about 500 or 
600 copies of the product out, there is a whole topic 
of hints and discussion on CompuServe about Colo- 
ny. My own impression is that this game is decep- 
tively simple at first, fascinating, compelling, and 
difficult as you get into it. 

In Colony, you crash-land on an outer planet 
where a colony of humans has been destroyed by 
strange aliens. Your ship is damaged, and you will 
need to make repairs before you can leave. Before 
you repair the ship, though, you will have to solve 
the mystery of the aliens and accomplish some other 
tasks that will become clear as the game progresses. 

One of the most significant aspects of this game 
is the way it is played with the mouse. The whole 
game is in 3D perspective, and movement is en- 
tirely by mouse movements. To move forward, you 
place the mouse cursor anywhere in the upper half 



of the screen. The higher you place the cursor, the 
faster you move. The same principle holds for 
backward, left, and right movement (or combinations 
of them). Though this movement method is somewhat 
tricky at first, eventually you should become adept 
with it and be able to stop on a dime, so to speak, and 
move accurately. At first you bump into a lot of walls, 
but that misfortune should soon end. 



MEDIAGENIC has released Manhole, which is, 
in some ways, more an odyssey than a game. In a 
sort of Lewis Carrol tradition, you can wander 
through a HyperCard world of dragons, talking 
rabbits, boat riding elephants, and much more. 
Climb a giant beanstalk or float in a teacup — don't 
worry too much about reality. In Manhole, reality 
is flexible. Manhole is excellent for young and 
old alike. The graphics and digitized sounds and 
voices are really good, and the animation effects 
satisfying. I found it surprisingly fun. There is no 
right and wrong in Manhole, and that makes the 
product especially suitable for young children. If 
you can point and click with a mouse, you can play 
Manhole. The only possible drawback is that it 
requires about 4 megabytes of disk space, and comes 
on five disks. That is more a drawback of HyperCard, 
since stacks don't compress well, than it is a fault of 
Manhole itself. Still, it is priced like any other game, 
so you get lots of bytes for the buck. 

INFOCOM has been experimenting with new 
ideas in game interaction. Their upcoming titles, 



Journey, QuarterStaff, BattleTech, Shogun, and 
Zork Zero each have something unique in the way 
they play. Also, INFOCOM has chosen the Mac II 
as a development system, meaning that their new 
titles will be available for the Mac right away, and 
will work in color on color Macs. All the new titles 
include graphics with the story. 

Journey is, in some ways, the simplest of the new 
games. In this game, you don't run into the usual 
adventure game bottlenecks. Anything you do will 
further the story (though there are preferred moves 
if you want to 'win' the game). You play, not by 
typing in commands, but by choosing from a list of 
possible actions. You have a party of varying size, 
and the scene may shift when characters in a party 
split up. Journey reads like a good fantasy novel, 
and the game play is simple enough for novice 
adventurers. 

Quarterstaff and Zork Zero feature auto-map- 
ping systems, so you can move on the map or by 
entering the standard text commands. In addition, 
in Quarterstaff you may have more than one char- 
acter in your party, and you make decisions for 
each. Zork Zero is an irreverent romp into the time 
before Zork. This game includes action sequences 
. . . more about that in a future column. 

Shogun is an exciting title. The graphics are very 
satisfying, and the game itself is a challenging 
return to the exotic and dangerous world of ancient 
Japan chronicled by James Clavell in his novel. Til 
be telling you more about Shogun in a future issue, 
including an interview with Clavell himself. New 



tor Atari ST The Atari ST has seen some excel- 
lent new games recently. 

Bubble Ghost, while not brand new, is an un- 
usual game from Accolade in which you must blow 
a bubble through various tricky rooms in a castle. 
Though you. the ghost, are not at all vulnerable, the 
bubble is pretty fragile, so great care is required, as 
well as careful strategy and patience. 

DATA EAST brings us Speed Buggy, a really fun 
game where you drive some goofy cars over logs, 
on two wheels, over jumps and through tunnels. 
Make it through each leg in time to complete one of 
several courses. This is a fun game, and well worth 
having. 

RAINBIRD continues to be one of the best sup- 
pliers of ST games, and they have released Black 
Lamp, an arcade style adventure. Knight Ore, a 
complex graphic adventure, and soon. Star Glider 2. 

EPYX has released two fine games recently. Dive 
Bomber and Metro Cross. Dive Bomber is a complex 
simulation that puts you in control of a prototype torpedo 
bomber in a mission to help sink the infamous Nazi 
warship, Bismarck. Although this mission is fictional, the 
torpedo bomber did exist. You can toggle between a 
detailed cockpit screen, a map screen, and the actual 
flight view (front and back). You'll need some practice 
before you attempt to carry out your mission, and you'll 
have to get past the enemy aircraft and other obstacles 
before engaging the Bismarck. Dive Bomber isn't a 
simple game, and you even have to follow proper pro- 
cedures for successful lakeoffs and landings. 

On the other hand. Metro Cross is a fanciful and light- 
hearted running game in which you must sprint over 
some truly odd courses littered with tin cans, high 
hurdles, green slime, and even skateboards. This is a fun 



game with different kinds of challenges. For instance, 
can you hop from one skateboard to another for extra 
scores? Kick all the cans in a row, or use great timing to 
flip from one springboard to another? Metro Cross is full 
of imagination as you attempt to set new scoring records 
and complete more and more advanced courses. 

Next month, I'll take to the mountains in Epyx's new 



game for the ST, Final Assault. Finally, in the Advanced 
Dungeons and Dragons series from SSI. Heroes of the 

Lance puts you in a detailed world of AD&D excitement. 
I'll try to have more about this product next month. 
There's really a lot happening in the world of alternate 
ports, I gould go on and on. And I guess I will — next 
month. 



Shogun 



Erasftus at s«o: 
Brfdac of lh» Erofmus 



Tho galo tears at you, biting deep 
iptthin, and you know that if you 
don't moke landfall soon you'll all 
b« d«ad Vou ore John Black thorn* , 
Pilot-najor of a dead fleet one 
[ship left out of five, eight and 
twenty men out of one hundred and 
[seven, and only ten of those can 
[walk Mo food, almost no mater, and 
that brackish and foul 

(Bridge of the Erasmus 

This is the bridge of the Erasmus . a 
Dutch merchant and privateer The 
unl ashed wheel is directly forward 
of you, a soa chair is lashed to the 

[deck aft of the wheel, and the 
ship's bell is hanging here Spray 

[blo^s past In an angry torrent 

The wheel dominates the quarterdeck 
It is turned straight and free to 
turn no*. 

The ship heels In a sudden squal I, 
throwing you from your post at the 
•heel, which, uncontrolled, begins 
to U*-n to port. 
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Blackthorne's ship reaches Japan In Shogun. 
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ITS WAR 



Fasten your seatbelt. tou're in 
for [he dogfight of your life. 



■ And the late of the free 
world rests in your capable hands. Take hold of the 
controls and your wits. Because 20,000 feet 
below you thunders the most 
feared battleship in all of Ger- 
many's fleet: The Bismarck. 
Enemy fighters zoom above you, 

anxious to turn you into fish food. And all around you 

lurk treacherous U-Boats, E-Poats and mine fields. 
Steady, mate. Remember all those practice flights? 

Wilh these details, its no wonder we N[)W it*S fOT real. YOUVe Q0t 
■• in the face of F 15 Strike Eagle. •■• . « •. • 

position reports to monitor m- 
^^^^^^ coming intelligence. A fully 
S 4^HE^HA^ detailed instrument panel. And you can fire from 

one of two gunnery positions. All of which'll come 
in mighty handy when you've got 42,000 tons of 
riveted killing machine in your sights. 

WELL CAPTAIN, IT LOOKS LIKE F-15 STRIKE EAGLE" ISN'T SO STRIKING, AFTER ALL. 







DIVE BOMBER 


F-15 STRIKE EAGLE 


Easy to use, fully detailed instrument panel 


Of course 


Nope 


Look of enemy planes & ships | True to life 


Stick figure 


Pace of enemy attacks 




Constant 


Lagging 


Takeoffs 


Breathtaking 


Nonexistent 


Landings 


Brace yourself 


Limited 



Nole. Comparisons are based on current Apple. IBM, and Commodore 64/128 versions ol the product 

Apple II Series & Compatibles, Alan ST. Commodore 64/128. IBM PC & Compatibles Screens from Atari ST version of thr gam* 

US Gold is a trademark ol GO America ltd Game program licensed Irom GO America ltd C 1987 Acme Animal lon/Gicmlmf, tup'' * i ' 

f 1 5 Strike Eagle is a trademark ol MicroProse Soli ware 
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WLD. CLASS CRS.1 
WLD. CLASS CRS. 2 
ALIENS 

HACKER II 
SHANGHAI 
DARKHORM 
DREADNOUGHTS 
GUDERIAN 
GULF STRIKE 
NBABSKTBLL 
SUPER BWL SUN. 
UNDER HRE 
UNDER RRE 
(CAMP.DSK) 
UNOER RRE 
(EXT.CAPBLTY) 
AIRHEART 
CHOPUFTER 
CARMEN /USA 
CARMEN/WORLD 
WINGS OF FURY 
ADV. CONST. SET 
AMNESIA 
ARCHONII 
ARCTIC FOX 
BARDS TALE I 
BARDS TALE It 
CHESSMASTER2000 
SUB BATTLE 
TEMPLE OF APSHAI 
WINTER GAMES 
WORLD GAMES 

BUREAUCAUCY 
LURKING HORROR 
PLUNDERED HEARTS 

F-15 STRIKE EAGLE 

PIRATES 

SILENT SERVICE 

GEN. MGR/ 

OWNERS DSK 

MICROLEAGUE 

BASEBALL 

BALANCE OF POWER 

KINGS QUEST 

KINGS QUEST II 

KINGS QUEST III 

SPACE QUEST 

WRATH OF 

DENETHENOR 

DEEP SPACE/OPERATION 

COPURNICUS 

WIZARDRY/LEGACY OF 

LLYLGAMYN 

WIZARDRY/PROVING 

GROUNDS 

WIZARDRY/RETURN OF 

WERDNA 

STAR TREK 

PROMETHIAN PROPH. 

STAR TREK 

KOBIASHI 

BATTLE GROUP 

GETTYSBURGH 

KAMPFGRUPPE 

SCENARIO DISK 11 

MECH BRIGADE 

PANZER GRENADIER 

PHANTASIE 

PHANTASIEH 

PHANTASIE IIIAVRATH 

OFNICODEMUS 

PRESIDENT ELCT '88 

QUESTRON II 

RDF 1984 

REALMS OF DKNESS 

REBEL CHARGE/ 

CHICAMONGA 

RINGS OF Z1LRN 

ROADWAR EUROPA 

ROADWAR 2000 

SHILOH 

WAR IN SO. PACIFIC 



SPORTS 

SPORTS 

ARC 

ADV. 

STRAT. 

FAN 

STRAT. 

STRAT. 

STRAT. 

SPORTS 

SPORTS 

STRAT. 

STRAT. 

STRAT 

ARC 

ARC 

EDU. 

EDU. 

ARC 

PROD. 

STRAT. 

STRAT. 

ARC 

ADV. 

ADV. 

BOARD 

SIM. 

ADV. 

SPORTS 

SPORTS 

ADV. 

ADV. 

ADV 

SIM 

SIM 

SIM 



SPORTS 

SIM 

ADV 

ADV 

ADV 

ADV 

ADV 

SIM 

FAN 

FAN 



FAN 
ADV. 

ADV 

SIM 
SIM 
SIM 
SJM 



SIM 
SIM 
FAN 
FAN 

FAN 
SIM 
FAN 
SIM 
FAN 

SIM 
FAN 
ADV 
ARC 

SIM 
ADV 



$19 
$19 
$35 
$39 
$34 
$30 
$30 
$30 
$30 
$39 
$35 
$5fl 

$25 

$25 
$M 

$15 
$44 

$39 
$34 

$14 
$14 
$14 
$40 
$45 
$50 
$40 
$39 
$19 
S39 
$39 
$39 
$39 
$39 
$34 
$39 
$34 



SPORTS $29 



$39 
$34 
$49 
$49 
$49 
$49 

$24 

$39 

$39 

$49 

$49 

$39 

$39 
$34 

$59 

$59 
$59 
$19 
$59 
$39 
$39 
$39 

$39 
$24 
$49 

$14 
$39 

$49 

$39 
$39 
$39 
$39 
$59 



Software for the whole family!!! 



WARSHIP 
WIZARDS CROWN 
JAMES BOND/ 
VIEW TO A KILL 
CHIVALRY 



HARDBALL 

MEAN 18 

HACKER II 

SHANHAI 

TASS TIMES 

CALIF. GAMES 

DESTROYER 

SUB BATTLE 

WINTER GAMES 

WORLD GAMES 

GBA CHAMP. BSKTBLL 

GUNSHIP 

SILENT SERVICE 

BLACK JACK ACADEMY 

RREPOWER 

ROMANTIC ENCOUNTER 

TURBO 

DEFENDER/CROWN 

KINGOFCHGO 

SDI 

KINGS QUEST 

KINGS QUEST II 

KINGS QUEST III 

LEISURE SUIT LARRY 

POLICE QUEST 

SPACE QUEST 

THEXDER 

3-D HELICOPTER 

FALCON 

GATO 

ORBITER 



HACKER II 

SHANGHAI 

PUPPY LOVE 

ARAZOK'STOMB 

STRIP POKER 

BARON 

BLUE CHIP CHALL. 

MILLIONAIRE 

SOUIRE 

TYCOON 

COMPUBRIDGE 

BRIDGE 5.0 

MAC PRO FOOTBALL 

LODE RUNNER 

AUTO DUEL 

OGRE 

ONE ON ONE 

PATTON VS ROMMEL 

SEVEN CITIES OF GOLD 

SKYFOX 

STAR FLEET I 

HITCHIKERS GUIDE 

LEATHER GODDESSES 

NORD AND BERT 

PLUNDERED HEARTS 

PLANETFALL 

SORCERER 

STATIONFALL 

TRINITY 

W1SHBRINGER 

LOVE QUEST 

HEX 

RUN FOR THE MONEY 

UNIVERSE II 

ZORK TRILOGY 

BASEBALL 

CROSSWORD MAGIC 

UNINVITED 

FROGGER 

KINGS QUEST I 



SIM 
FAN 

ARC 

BOARD 



SPORTS 

SPORTS 

ARC 

BOARD 

SIM 

SPORTS 

ARC 

ARC 

SPORTS 

SPORTS 

SPORTS 

SIM 

SIM 

CARD 

ARC 

ADULT 

ARC 

FAN 

ADV 

ADV 

ADV 

ADV 

ADV 

ADV 

ADV 

ADV 

ADV 

SIM 

SIM 

SIM 

SIM 



FAN 

STR 
ENT. 

ADV 

ADULT 

SIM 

SIM 

SIM 

SIM 

SIM 

CARD 

CARD 

SPORTS 

ARC 

SIM 

FAN 

SPORTS 

SIM 

ADV 

ARC 

ARC 

ADV 

AOULT 

HUMOR 

ADV 

ADV 

ADV 

ADV 

ADV 

ADV 

ADULT 

ARC 

SIM 

STR 

ADV 

SPORTS 

PUZZ 

AOV 

ARC 

ADV 



in 

$9 

$49 




$44 

$44 

$39 
$44 
$34 
$39 

$39 
$39 
$39 
$39 
$44 
$49 
$39 
$39 
$24 
$39 
$24 
$39 
$49 
M9 
$49 
$49 
$49 
$39 
$49 
$49 
$49 
$49 
$39 
$39 
$49 




$39 
$39 
$29 

$49 

$39 

$59 

$124 

$59 

$59 

$59 

$29 

$34 

$49 

$39 

$50 

$40 

$19 

$40 

$19 

$19 

$55 

$29 

$39 

$39 

$39 

$39 

$44 

$39 

$39 

$14 

$59 

$39 

$49 

$49 

$69 

$59 

$49 

$49 

$39 

$49 



KINGS QUEST II 
KINGS QUEST III 
SPACE QUEST 
AIRPLANE CONST. 
FALCON 
GATO 
QUESTRON 
FLIGHT SIM 
FORBIDDEN CASTLE 



ADV 
ADV 
ADV 
KIT 

st M 

STR 
ADV 

SIM 
INT/BKS 



HACKER II 
SHANGHAI 
BAKER STR. OCT. 
BATTLEZONE 
CRYSTAL CASTLE 
8UPERBIKECHAL. 
ARCTIC FOX 

AUTO Dua 

BARDS TALE 

CHESSMASTER 

STARR.EETI 

ULTIMA HI 

ULTIMA IV 

WINTER GAMES 

WORLD GAMES 

STARGLIDER 

DUNGEONMASTER 

LEATHER GODDESS 

LURKING HORROR 

NORD & BERT 

PLUNDERED HEARTS 

STATIONFALL 

ZORK I 

ZORK II 

ZORK III 

ZORK TRILOGY 

VEGAS GAMBLER 

VEGAS CRAPS 

NINJA 

RENEGADE 

PERFECT MATCH 

MISSION MOUSE 

MICROLEAGUE; 

GEN.MGR/OWNER 

BASEBALL 

WWF WRESTLING 

HARRIER STRIKE 

GAUNTLET 

INTO EAGLES NEST 

PAPER BOY 

PLUTOS 

QUE BALL 

TRAILBLAZER 

ALIEN FIRES 

SWORDS OF KA DASH 

TRANSYLVANIA 

ARENA 

BARBARIAN 

TERRORPODS 

DEEP SPACE 

LEISURE SUIT LARRY 

POLICE QUEST 

THEXDER 

S-DHELICOPTOR 

PHANTASIE 

PHANTASIE II 

PHANTASIE III 

ROADWAR EUROPA 

ROAOWAR 2000 

SHARD OF SPRING 
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ECHELON 
LEADER BOARD 
WRLDCL.LEADERBD 
WRLD. CLASS 
FAMOUS COURSES 
WRLD. CLASS 
FAMOUS COURSES II 
WRLD. CLASS 
FAMOUS COURSES 111 
10TH FRAME BOWLING 
ACE OF ACES 
APOLLO 18/ MISSION 
TO THE MOON 
4TH AND INCHES 



ARC 

STR 

ADV 

ARC 

ARC 

SPORTS 

ARC 

SJM 

AOV 

BOARD 

ARC 

AOV 

ADV 

SPORTS 

SPORTS 

ARC 

FAN 

ADULT 

ADV 

HUMOR 

ADV 

ADV 

ADV 

ADV 

AOV 

ADV 

ARC 

ARC 

ARC 

ARC 

CARD 

ARC 

SPORTS 

SPORTS 

SPORTS 

ARC 

ARC 

STR 

ARC 

ARC 

ARC 

ARC 

ADV 

AOV 

ADV 

SPORTS 

ADV 

ADV 

SIM? 

ADV 

ADV 

ADV 

SIM 

FAN 

FAN 

FAN 

SIM 

STR 

FAN 




SPORTS 
SPORTS 

SPORTS 

SPORTS 
SIM 

SIM 

SPORTS 



$49 

$49 

$49 
$39 
$49 
$49 
$49 
$49 
$9 





$29 
$59 
$49 

$39 
$39 
$39 
$39 
$29 
$29 

M 

$39 

» 

$19 

$19 

*39 
$39 
$29 
$39 
$49 
$34 
$49 
$39 
$39 
$39 
$39 
$39 
$39 
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SJM $44 

SPORTS $39 
SPORTS $39 



$19 

$19 

$19 
$39 

$29 

$29 
$29 



HARDBALL 

KILLED UNTIL DEAD 

LAW OF THE WEST 

SPORTS 

POWER 

SPY VS. SPY I 

SPY VS. SPY II 

TEST DRIVE 

ALIENS 

LAST NINJA 

SHANGHAI 

CENTIPEDE 

GALAXIAN 

PAC MAN 

POLE POSITION 

DARKHORN 

GUDERIAN 

GULFSTRIKE 

NBA BASKETBALL 

SUPERBOWL SUNDAY 

CHOPLIFTER 

SUPERBIKE CHALLANGE 

WHERE IN THE USA 

IS CARMEN SANDIAGO 

WHERE IN THE WORLD 

IS CARMEN SANDIAGO 

KARATE CHAMP 

KUNG RJ MASTER 

QBERT 

ROCKY HORROR 

ZOIDS 

ADVENTURE CONST. SET 

AMNESIA 

ARCHON 

ARCHON ll/ADEPT 

ARCTIC FOX 

AUTO DUEL 

BARDS TALE 

BARDS TALE II 

CHESSMASTER 2000 

DRAGONS LAIRE 

EARTH ORBIT STA 

LEGACY OF ANCIENTS 

MARBLE MADNESS 

ONE ON ONE 

PEGASUS 

SCRABBLE 

SKYFOX 

STAR FLEET I 

WORLD TOUR GOLF 

BOULDER DASH CONST. 

CALIF. GAMES 

DISTROYER 

MOVIE MONSTER 

SPYVS.SPYIII/ARCTIC 

ANTICS 

STREET SPORTS 

BASEBALL 

SUB BATTLE 

WORLD GAMES 

HITCHIKERS GUIDE 

TO GALAXY 

HOLLYWOOD HIJINKS 

LURKING HORROR 

NORD & BERT 

PLUNDERED HEARTS 

STATIONFALL 

FEUD 

ACTION BIKER 

KOBIASHI NARU 

MASTER CHESS 

NINJA 

PANTHER 

STRIKE 

VEGAS POKER AND 

JACKPOT 

STEALTH RGKTER 

TOP GUNNER SERIES 

GEN. MANAGER/OWNER 

BASEBALL 

WWF WRESTLING 

GAUNTLET 

SINBAD 

PAPERBOY 

WRATH OF DENETHENOR 

GHOSTBUSTERS 

HACKER 

GATO 



SPORTS 

STR 

ADV 

SPORTS 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

STR 

ARC 

ARC 

ARC 

SPORTS 

FAN 

STR 

STR 

SPORTS 

SPORTS 

ARC 

SPORTS 



$29 
$29 

$14 
$29 

$14 
$14 
$14 
$29 
$34 
$34 
$29 
$14 
$14 
$14 
$14 
$30 
$30 
$30 
$39 
$35 
$14 
$19 



EDU/ADV $39 

EDU/ADV $34 

ARC $19 

ARC $19 

ARC $12 

ADV $19 

ADV $14 

KIT/DISK $14 

ADV $40 

STR $14 

STR $14 

SIM $33 

SIM %bQ 

ADV $40 

ADV $40 

BOARD $40 

SIM $25 

SIM $30 

FAN $30 

ARC $30 

SPORTS $14 

SIM $30 

BOARD $33 

SIM $14 

ADV $40 

SPORTS $30 

ARC $24 

SPORTS $39 

SIM %n 

ARC $11 

ARC $24 

SPORTS $39 

SIM $39 

SPORTS $39 

ADV $24 

ADV 

ADV 

ADV/ 

ADV 

ADV 

ARC 

ARC 

ARC 

BOARD 

ARC 

ARC 

ARC 



CARD 

SIM 

SIM 

SPORTS 

SPORTS 

SPORTS 

ARC 

ADV 

ARC 

ARC 

ARC 

ADV 

SIM 
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Software for the whole family!!! 



FALCON 

B-24 

BATTLE GROUP 

GETTYSBURG 

KAMPFGRUPPE 

SCENARIO DISK 

MECH BRIGADE 

PHANTASIE I 

PHANTASIEH 

PHANTASIE III 

PRES ELECT 88 

REALMS OF DARKNESS 

REBEL CHARGE 

CHICAMONGA 

RINGS OF ZILRN 

ROADWAR EUROPA 

ROADWAR 2000 

SHARD OF SPRING 

SHILOH 

WAR IN SO. PACIFIC 

WARGAMECONST.SET 

WARSHIP 

WIZARDS 

RIGHT SIMULATOR II SIM 

JET 

LEVIATHON 

RAMB01STBLOOD/H 

TOP GUN 



SIM 
SIM 



SIM 
SIM 

SIM 
FAN 
FAN 
FAN 
SIM 
FAN 

SIM 
FAN 

SIM 

ADV 

FAN 

SIM 

SIM 

SIM 

SIM 

FAN 

$49 

SIM 

ARC 

ADV 

ARC 



$29 
$34 

$59 
$59 
$59 
$19 
$59 
$39 
$39 
$39 
$24 
$39 

$49 

$39 
$39 
$39 
$39 
$39 
$59 
$29 
$59 
$39 

$39 

$9 
$9 
$9 




HACKERS II 
SHANGHAI 
BRIDGE 5.0 
STARREETI 
ARCHON 

ARCHONII /ADEPT 
AUTODUEL 
8ARDSTALE 
CHESSMASTER 2000 
EARL WEAVER 
FANTACIDE 
KINGS QUEST 
KINGS QUEST II 
KINGS QUEST III 
MARBLE MADNESS 
POLICE QUEST 
SEVEN CITIES OF 
GOLD 

STAR FLEET I 
ULTIMA III 
ULTIMA IV 
ORBITER 



ADV 

BOARD 

CARD 

ADV 

STR 

STR 

SIM 

FAN 

BOARD 

SPORTS 

ADV 

ADV 

ADV 

ADV 

ARC 

AOV 

ADV 

SIM 

ADV 

ADV 

STR 



$39 
$39 
$34 

$55 
$19 
$19 
$50 
$50 
$45 
$50 
$50 
$50 
$50 
$50 
$50 
$40 
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ACE OF ACES 
HARDBALL 
MEAN 18 



SIM 

SPORTS 

SPORTS 




MINI PUTT 

TEST DRIVE 

THUNDER CHOPPER 

UP PERISCOPE 

ALTER EGO (F) 

ALTER EGO (M) 

PORTAL 

HACKER II 

SHANGHAI 

HOBBITT 

BRIDGE 5.0 

COMPUBRIDGE 

COMP. DIPLOMACY 

GULFSTRIKE 

NBA BASKETBALL 

SUPERBOWL SUNDAY 

CHESS 

ANCIENT ART/WAR 

ANCIENT ART/WAR 

AT SEA 

WHERE IN USA IS 

CARMEN 

WHERE IN WORLD 

IS CARMEN 

COMMANDO 

ADV. CONST. SET 

ALTERNATE REALITY 

ARCTIC FOX 

CHESSMASTER 2000 

GRAND SLAM BRIDGE 

LORDS OF CONQUEST 

MARBLE MADNESS 

PATTON VS. ROMMEL 

SCRABBLE 

STAR FLEET I 

STAR FLEET II 

STARFLIGHT 

ULTIMA IV 

WORLD TOUR GOLF 

CALIF. GAMES 

DESTROYER 

STREET SPORTS: 

BASKETBALL 

BASEBALL 

SUB BATTLE 

WINTER GAMES 

WORLD GAMES 

GUILD OF THEIVES 

KNIGHT ORC 

CHAMP. GOLF 

CHAMP. BASEBALL 

GBA BASKETBALL 

GFL FOOTBALL 

BALLYHOO 

BUREAUCRACY 

HITCHIKERS GUIDE 

LEATHER GODDESSES 

LURKING HORROR 

ZORK TRILOGY 

20 QUESTIONS 

KOBYASHINARU 

WAR HAWK 

NINJA 

F-15 STRIKE EAGLE 



SPORTS $39 

ARC $39 

SIM $29 

SIM $29 

ADV $49 

ADV $49 

ADV $44 

ADV $39 

BOARD $34 

INT/BOOK $34 

CARD $29 

CARD $24 

SIM $50 

SIM $30 

SPORTS $39 

SPORTS $35 

SIM $9 

STR $44 

STR $44 

EDU $44 

EDU $39 

ARC $39 

ADV $14 

ADV $35 

SIM $30 

BOARD $40 

CARD $50 

ADV $14 

ARC $35 

8IM $40 

BOARD $40 

ADV $40 

ADV $40 

AOV $50 

ADV $60 

SPORTS $50 

SPORTS $39 

SJM $39 

SPORTS $39 

SPORTS $39 

SIM $39 

SPORTS $39 

SPORTS $39 

ADV $44 

ADV $44 

SPORTS $39 

SPORTS $39 

SPORTS $39 

SPORTS $39 

ADV $39 

ADV $39 

ADV $29 

ADULT $39 

ADV $39 

ADV $69 

ARC $7 

ARC $9 

ARC $9 

ARC $9 

SIM $34 



GUNSHIP 

PIRATES 

SILENT SERVICE 

SPITFIRE ACE 

BLACK JACK ACAD. 

MICROLEAGUE: 

BASEBALL 

OWNER/GEN MGR. 

BALANCE OF POWER 

SINBAD 

TRANSYLVANIA 

BACKGAMMON 

BLACK JACK CASINO 

POKER 

KINGS QUEST 

KINGS QUEST II 

KINGS QUEST III 

POLICE OUEST 

SPACE QUEST 

THEXDER 

3-D HELICOPTER 

AIRPLANE CONST. 

STAR TREK 1 ST CONT. 

STAR TREK 

PROMETHIAN... 

STAR TREK 

KOBIASHI 

WIZARDRY/LEGACY OF 

LLYLGAMYN 

GHOSTBUSTERS 

HACKER 

FALCON 

B-24 

GETTYSBURG 

KAMPFGRUPPE 

SCENARIO DISK 

MECH BRIGADE 

PRES. ELECT '88 

RINGS OF ZILRN 

ROAOWAR 2000 

SHILOH 

WIZARDS CROWN 

FLIGHT SI MULATGR 

DARK CASTLE 

JAMES BOND 

VIEW TO KILL 

TOP GUN 

NFL CHALLANGE 



SIM 
SJM 
SJM 
SJM 
CARD 

SPORTS 

SPORTS 

SIM 

ADV 

ADV 

BOARD 

ARC 

ARC 

ADV 

AOV 

AOV 

ADV 

ADV 

ADV 

SJM 

DESIGN 

ADV 

ADV 

ADV 



$49 
$39 
$34 
$34 

$39 

$39 

$39 

$49 

$39 

$19 

$7 

$7 

$7 

$49 

$49 

$49 

$49 

$49 

$34 

$49 

$39 

$39 

$39 

$39 



FAN 


$49 


ARC 


$14 


ADV 


$U 


SJM 


$49 


SJM 


$34 


SJM 


$59 


SJM 


$59 


SJM 


$59 


SJM 


$59 


SJM 


$24 


SJM 


$39 


AOV 


$39 


SJM 


$39 


SIM 


$39 


SJM 


$39 


AOV 


$39 



STAR VOYAGER 

WINTER GAMES 

3-D WORLD RUNNER 

NINJA KID 

DEADLY TOWERS 

LODE RUNNER 

RAID ON BUNGLING BAY 

SPELUNKER 

SQOON 

COMMANDO 

GHOSTS/GOBLINS 

GUNSMOKE 

1942 

CASTLEVANIA 
DOUBLE DRIBBLE 
THEGOONIESII 
TOP GUN 
TRACK & FIELD 
BALLOON FIGHT 
SUPER MARIO BROS 
LEGEND OF ZEL DA 
GOLF 
RYGAR 
STAR FORCE 
KUNGFU 
DONKEY KONG 
DONKEY KONG JR 
DONKEY KONG 3 
DUCK HUNTfNEED GUN) 
ADVENTURES OF LINK 
KIO NIKKI 
SKY KID 
SPY HUNTER 
ARKANOID 
ELEVATOR ACTION 
LEGEND OF (CAGE 
RENEGADE 



ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

SIM 

SPORTS 

ARC 

ARC 

ARC 

SPORTS 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 

ARC 



$29 
$34 

$34 
$41 
$34 

$29 
$29 
$29 
$29 
$41 
$41 
$39 
$39 
$34 
$34 
$34 
$34 
$29 
$29 
$39 
$29 
$29 
$39 
$39 
$29 
$24 
$24 
$24 
$34 
$44 
$39 
$29 
$34 
$49 
$34 
$34 
$34 
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INT/BK 
ARC 

SPORTS 



$9 
$9 

$99 




CONTROL DECK 
ENTERTAINMENT 
SYSTEM 
ZAPPER GUN 

NES CONTROLLER 
ROB VIDEO 

WRECKING CREW 
PUNCHOUT 



COMP. 



$99 



COMP. $199 

GAME GUN $29 

JOYSTICK $59 

ROBOT $49 



ARC 
ADV 



$34 

$39 



Take your pick of the games you are 
interested in purchasing. List the games 
in the convenient coupon below. Don't 
forget to list the type of machine you are 
using, and the price of the game, with a 
total at tha bottom. Enclose a check or 
money order please, and your street 
address, no PO boxes please. Sorry no 
COD. Foreign orders add: 6% of total 
order for shipping and handling. US 
Mail, APO, FPO add 5% of total order for 
shipping and handling. All orders must 
pay a minimum of $3or5% which ever is 
the larger. All sales are final, no returns 
are accepted. 



& 



Just send total plus $3 (or 5% of total cost, whichever is greater) for shipping to: / ft 1 



^ 



NAME OF GAME 


TYPE OF MACHINE 


NO. 


COST 


AMOUNT 




















































(6% foreign) 


5%S&H 




TOTAL ENCLOSED 
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Software Company 

ilioroil 




NAME- 
ADDRES 
CITY 



STATE, ZIP. 
PHONE 

Charge 
Charge # 




Check or Money Order 

_ Exp. 



^ 



For phone orders call: 1-312-679-3255 
Visa and Mastercard Only 
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Snapshots 



By Daniel Can 




R2D2, HELP! 

Starglider II, is the sequel to Starglider in 
which you iske control of the ICARUS 

(Interplanetary Combat and Reconnais- 
sance Universal Scoutcraft) and defend the 
peace and freedom loving peoples of 
Novenia from the evil and nasty Egfons. 
Five different weapons am .it your disposal 
including a laser, bouncing bombs, lime- 
warp cubes, lire and flee missiles and a 
neutron bomb which you will need to blott 
up the plasma beam the Bgrons are con- 
structing to destroy Novenia Fight pirates, 
egron fighters, space whale-., navigate un- 
derground tunnels and trade * ith the rebels 
in this fast-paced sci fi udvcntuie Amiga. 
Atari ST. IBM. R.unbiul Circle Reader 
Service Number I, 




MONEY MADNESS 

Wall Street Raider is .i MK me One to 

four players invest and manage one or more 
of the 150 companies in 26 industries in a 

competitive financial environment. GNP 

growth, oil prices. Interest laics, bond 
prices and housing star ts are just some of the 
economic variables that Interact and affect 
stock prices along with demand in the 26 
industries. Explore stock mergers, tender 
offers, junk bonds and more It's corporate 
warfare at its best as you try to bankrupt 
your opponents and dominate an industry- 
IBM. Intracorp. Circle Reader Service 
Number 10. 




/ GET A KICK OUT OF YOU 

Street Sports Soccer is a fast action sports 
game with real life smarts. This soccer the 
old-fashioned way -- no rules, no uniforms 
and no Mr. Nice Guy. Choose your stomping 
ground and use your reflexes to help" your 
team avoid obstacles as you go for the goal 
on the lough city streets or take a dive in the 
park. As captain, you can compete with a 
previously picked team or have the comput- 
er randomly select its own. In this game, 
when all else fails. CHEAT! You can block 
an opponent's shot, steal the ball and trip or 
shove the game into a riot. OVizs, Apple 
llgs, IBM. Epyx. Circle Reader Service 
Number 4. 




120/S 




POWERBOAT PSYCHOS 

The earth has been totally pacified by UFOs. 
War and violence have been eliminated. 
Even sports with the slightest hint of vio- 
lence are a thing of the past. That's the point 
at which Off-Shore Warriors begins. Now 
all the action and aggression that earthlings 
have been lusting for can be fulfilled. Each 
player pilots a grotesquely powered boat 
armed with two missiles to fight it out with 
other boats on a lake surrounded by thou- 
sands of fans. Only one boat will be vic- 
torious. Amiga. Atari ST, IBM. Titus. 
Circle Reader Service Number 6. 




PASS THE ASPIRIN OR 
DISK- WIPE 

Can you stop the Virus from polluting the 
Earth? This arcade-style game features star- 
tling 3D superfast scrolling graphics with 
multi-directional movement, contoured 
landscapes and shadow effects. You fly a 
hoverplane twisting and turning over a pa- 
tchwork landscape at high speed engaging 
in low-level attacks from above and below. 
You're gonna need your scanners, lasers and 
homing missiles lo fight the killer genes and 
cleanse the planet. You can use the mouse or 
keyboard to battle eight different aliens. 
Amiga, Atari ST. Rainbird. Circle Reader 
Service Number 8. 




FISHING THE HARD WAY 

In Dive Bomber, you take control of the 
torpedo bomber Avenger waiting on the 
deck of the carrier Ark Royal . Your mission: 
sink the Bismarck before dawn. You can 
practice take-offs, landings and torpedo 
runs. Four screens are there to help. An 
engineer's screen allows you lo prepare the 
plane for takeoffs. while the pilot's screen 
lets you fly. The tail gunner's screen lets you 
shoot tailing aircraft and mines, and the 
navigator's screen allows you to monitor the 
enemy and plot flight plans. Atari ST. Apple 
II. Epyx. Circle Reader Service Number 7. 




NIISJAS ON PARADE 

Based on James Clavell's novel. Shogun 
transports you to 16th century Japan, where 
you play the novel's hero John Blackthorne, 
a Dutch sea pilot sailing an uncharted route 
to Japan. Once there, you find yourself in the 
midst of a power struggle between two war- 
lords. Your success is based on your ability 
to make decisions, not solve puzzles. Intri- 
cate graphics in traditional Japanese style 
enhance the story. Apple II. Mac. Circle 
Reader Service Number 9. 
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LET THE CLUBBING 
BEGIN 

Caveman Ugh-lympics brings together the 
world's greatest Neanderthal athletes to 
smash and bash their way to the gold. 
Choose from six Ugh-ly athletes to compete 



in six events. The first is Clubbing with the 
Knee Swing and Overhead Smash. The sec- 
ond event is the ever-popular Dino Vault 
where you can either win or become lunch. 
Next is the Saber-tooth Tiger Race with a 
bite to the finish. Then there is the Mate Toss 
with a REAL battle of the sexes. Sparks fly 
in the Firestarting event. Lastly, there is the 
Dino Dace. If the beast doesn't run, bash 
him! C64. Electronic Arts. Circle Reader 
Service Number 3- 




UNDERWORLD QUEST 

Dive deep into the underworld with War- 
lock, an arcade-style action adventure. 
Your quest is to find the stolen "Kama", a 
precious jewel of the underworld. To do this, 
you must first collect eight magical objects 
that are hidden among 20 screens. Only then 
can you attempt lo recapture the Kama from 
the thief who stole it and is known only as 
the the evil He. Your only defenses are your 
vitality, power and objects you find along 
the way. Atari ST. Three Sixty Pacific. Cir- 
cle Reader Service Number 5. 




HAMBURGER HOLE 

Zany Golf is a miniature golf game with 
nine of the wildest (and weirdest) holes for 
you armchair putters. Putt your way through 
laser beams, particle rays, moving walls and 
transporter pads. There's even a hole shaped 
like a pinball machine with flippers, thump- 
er bumpers and drop-targets. Each hole 
is different with a rich use of grahics and 
color plus a full-range musical accompani- 
ment. Amiga, Atari ST, IBM, Apple llgs. 
Electronic Arts. Circle Reader Service 
Number 2. 



Next Month: The Games: Summer 
Edition, Tower Toppler, Airborne 
Ranger, Strategic Craps, 4x4 Offroad 
Racing, Fire and Forget, More! 




core: CO 00 




*V'A 



s; 



■i o : : 



50c:j 



; : : : 



: : $01 



45 

tation of a program before I run it, just to get 
familiar with it. The 40-page JET Operating 
Manual is deceptively simple. It makes every- 
thing look very easy (which it isn't) and leaves 
out some important information. Despite the 
many attractive illustrations, I have to consider 
this a poor manual. While I don't like overly 
detailed manuals, this one looks great but 
leaves out too many details you have to dis- 
cover the hard way. 

I would strongly recommend that you spend 
$12.95 for Dave Prochnow's "JET: 82 Challeng- 
ing New Adventures", published by TAB 
BOOKS (Blue Ridge Summit, PA17214). It is TAB 
BOOKS #2872, ISBN 0-8306-2872-X. The first 
four chapters of this book (59 pages) are a 
valuable supplement to the JET Operating 
Manual, with lots of screen views under differ- 
ent environments. The rest of the book is 
loaded with actual historical scenarios from 
World War II, Korea, Vietnam, and current 
crises for you to "re-live" with JET. There are 
also chapters on acrobatics, foreign engage- 



ments, Top Gun and breaking records. If you 
really want to have an almost endless variety of 
JET "missions" (and really learn how to fly JET) 
then get this book! 

Flying JET 

It's easy to get JET started. Boot up, stick the 
JET disk in Drive A (use a back-up made from 
the original), type JET for CGA (or JET H for 
Hercules, JET E for EGA color, JET M for EGA 
monochrome), press Enter, and you get a beau- 
tiful monochrome title page showing an F-16 
Falcon. Press Enter and you are presented with 
the first menu, allowing you to select from 11 
display configurations, from color composite 
to EGA 640 x 350 16 color. Even liquid crystal 
displays for some portables are supported. 

The next menu allows you to select "Key- 
board Selection" from IBM PC, PCjr or 
Joystick. Despite everything I tried, I was un- 
able to get any of my joysticks to respond! I 
know the joystick port was active, since all 
other programs operated with the joystick. 
One explanation MIGHT be that my PC/XT has 



BOTH a Hercules and a CGA board installed, 
and this might be somehow blocking the 
game port. If so, I've never had this happen 
with any other program. I tried to use the 
joystick in both the Hercules and CGA modes, 
and was unsuccessful. Keyboard control was 
good, but I'm sure I would have felt more in 
control with a joystick and would have given a 
higher score for payability. 



The next menu, Operating Mode, lets you 
select dogfight, target strike, free flight, demo 
or scenery disk. I suggest you select the demo 
and just sit back and watch the amazing ca- 
pabilities of JET. The demo runs 13 minutes, 
with black, red, white and cyan in CGA. It 
starts with an external view of an F-16 doing 
tight maneuvers, with changing zoom factors, 
then a view through the HUD display while 
performing a loop over the airfield. Next the 
demo shows a carrier-based F-18 Hornet go 
through catapult and a touch-and-go landing 
on the carrier's slanted deck (although the F-18 
lands in the opposite direction than it 
should!). Next an enemy cruiser is attacked 
with air-to-surface missiles. You're hit, and 
you watch a safe ejection as your parachute 
floats down! Now you go on scenery flights 
around San Francisco (including buzzing the 
length of the Golden Gate Bridge, between 
the towers!), then Niagara Falls (between cliff 
walls!), Washington D.C., Cape Canaveral, 
London and Paris. You'll want to watch this 
demo more than once since some things hap- 
pen very quickly. ESCape gets you back to the 
Operating Mode Menu. 

There's lots more I could write about JET, 
but like most of these simulators, they im- 
prove in fun as you improve in your ability to 
control them. Plan orVspending many hours to 
get good at flying JET, especially at the higher 
skill levels. As the New Yorker responded 
when a young stranger asked, "How do you 
get to Carnegie Hall?", the answer was, "Prac- 
tice, My Boy, Practice . . ." 



Name: JET - IB-JT1 

type: Jet Fighter Simulator 
Formats: IBM PC/XT/AT; Commodore 

64/128; Apple II 

Publisher: subLOGIC Corporation 

Designers: Charles Guy/Bruce 

Artwick/H.Feugen 

Ages: 10 to adult 

Requirements: CGA 9 128K RAM, 5-1/4 

360K drive 
# Players: One 
Price: IBM - $4935; C64/128 & Apple 

$39,95 



tf 



Ability Level: 

Packaging: 

Documentation: 

Graphics: 

Realism: 

Payability: 



Beginner-Advanced 
Very Good (7) 
Poor (2.5) 
Very Good (8) 
Very Good (8) 
Very Good (7) 



CP Rating: 6.58 

Circle Reader Service Number 13. 
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Coming Attractions 



We hope you enjoyed this issue of COMPUTER 
PLAY and we're happy to tell you that next month 
looks even better. We'll be including another special 
section that will feature articles on hardware to 
enhance your game playing. We'll be looking at 
color monitors, joysticks and color cards. Also in- 
cluded will be a list of suppliers for each of these 
products. 

On the game front, there's a lot of new titles being 
released now in time for the Christmas season and 
we're having a hard time keeping up with them all. 
Look for a bigger issue in December as we try to fit in 
everything we can. 

You'll find a review of Carrier Command (see 
below) from Kainbird, the new strategy/arcade hit 
that's been a blockbuster in Europe and is sure to be 
here too. A new company, PSI, has just released 
Cyber Cop, a futuristic arcade/adventure game that 
Associate Editor Rusel DeMaria will be looking at. 
Cheryl Peterson gives us a look at the new Apple llgs 
version of Questron II from SSI and Margot Corn- 
stock returns to these pages with an in-depth analy- 
sis of Star Saga: One from Masterplay. 




• 








Questron II comes to the Apple llgs. 

If you'd like totest your ability in the financial 
world, first try your hand at Wall St. Raider, the new 
simulation from Intracorp that Dr. Michael W. Ecker 
will review. Fred Blechman continues his series on 
flight simulators with a trial run of Top Gun from 
Mlndscape's Thunder Mountain label. 

These are just some of fche great games you'll be 
able to read about along with all of our regular 
features, so make sure you get your copy, or better 
yet, get a subscription! See you next month. 
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163 Conduit Street 
Annapolis, MD 21401 
(301) 268-9877 
FAX: (301) 268-2367 



Circle Rcadei Service Number 50. 



SOFTWARE ANNOUNCES TWO 



BIB 






Look for Carrier Command on our December cover. 



ARCADE ACTION HITS: "HYBRIt 
CEA TOTALLY NEW DIMENSION 
? YOU INTO THE 21ST CENTURA 
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Computer Play 



Available at leading software retailer*. Or, call 1-800342-6442 for VISA and MasterCard Orders. For check or money orders, send: $29.95 (ZOOM!), (ARK ANOin 
• Amiga), (GRABBIT); $34.95 (BETTER DEAD THAN ALIEN); $39.95 (HYBRIS); or $49.95 (ARKANOID • Macintosh), (SWORD OF SODAN), (VIP). Add $2 shlpi.i.y 
and handling and mall to DISCOVERY SOFTWARE INTERNATIONAL INC. 163 Conduit Street, Annapolis, MD 21401. Allow 4-6 weeks for delivery. 



AMIGA is a trademark of Commodore-AMIGA. Inc. MACINTOSH is a trademark licensed to Apple Computer Inc. Better Dead Than Allen ft 
mark of Electro Software. Atari and ST are trademarks of Atari Corp. IBM Is a registered trademark of International Business Machine* MM 
registered trademark and 128 is a trademark of Commodore Business Machines, Inc. 




Arcade 

adventure 

at its 

finest... 

Fast-paced, exciting 
combat demands the 
use of all your wits 
and endurance to best 
a world teeming with 
assassins, wizards 
and monsters. Expe- 
rience captivating graphics of an unprecedented cal- 
ibre. Relentless opponents will hone your combat 
skills to a razor's edge. A simple yet powerful menu 
and icon interface provides effortless interaction with 
the world and its people, while the incredibly smooth 

animation 
presents 
continuous 
panorama of 
action 
adventure. 



Fantasy 

role- 
tits best! 




To get >our copy of 

Times of Ivore, either 

1 1 v isit your locaJ retailer. 



2) call 1-800-999-49J9 8am 
t«. 5 pm VST to order by VIS A/ 
MC, or 



3) mail check (t-S. $) or VISA/ 
MC#, cardholder name and ex- 
piration date to Origin. All ver- 
sions S39.95 plus $2.50 shipping 
handling. Allow 1-2 weeks for 
delivery 



Try 
Times 



A demo disk of 



is now 
available for the Commo- 
dore 64/128K. Send $2.50 to 
Origin for yours and credit it 
towards a direct order 
purchase. 

Also available for the IBM and 
Apple II series. 



a 

Astonishing realism 
is yours through 
scores of unique char- 
acters and sophisti- 
cated conversations. 
Immerse yourself in 
the sights and sounds 
of an ancient world embroiled in turmoil — the disap- 
pearance of the king and his young 
child — the struggle 
for control of the 
realm. The stakes 
are high; your role 

as the hero-for-hire 
requires all thecour- 

and savvy 

can muster. Your 

for truth 



teach you much of 
the distinction 
tween appearances 
and reality. Magic 
and intrigue com- 
bined with finely 
crafted game-play 
bring you the best 
of fantasy in... 

Times of Lore 




shovtn 

are for the 
Commodore 



Stunning graphics and animation 
Fast- paced combat action 
Dynamic conversations 
Compelling plot 




Origin Systems, Inc. 

136 Harvey Road, Building B., Londonderry, NH, 03053 

Times of Lore is a trademark of Origin Systems, Inc. 
Circle Reader Service Number 51. 



